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^^JwofYOUR COMPETITION 


ULTIMATE 

i supers(ieJz== 


Micro-switch 
control, dual 
auto-fire, slow-motion, 
left and right hand 
play, 4 LED lights. 


Micro-switch control, 
2 auto-fires. 


© 1988 


Auto-fire, 
left and right 
hand play. 


Now, get behind the wheel or in the 
cockpit, 2 auto-fires, slow motion. 


JAZZ 

Mill 


Micro-switch 
control, 2 auto 
fires. 2 LED 


Send for your free Catalog: 101 Wtlton Ave., Dept. 1 
Middlesex, N.J. 08846 * (201) 968-6868 


ULTIMATE 
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For Ultimate Arcade Excitement at Home, 


look for Video Game Accessories by 




All the features of our 
standard Ultimate plus 
2 players and NO WIRES !! 


# i Joysticks 
/ / are available 
I./ for Entertainment 
/ / Systems by 
/ / Nintendo of 
f / America, Sega of 
/ America, Atari 
f Corporation, and 
Commodore 
Business Machines. 
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YOUR BODY IS A WEAPON. 


You are Rambo." Special weapons expert. Master of 
the martial arts. Dedicated fighting machine. And 
your greatest challenge ever is ahead of you - a 
deadly rescue mission to free American POW's 
enslaved in a sweltering jungle prison. 

Armed with rocket-propelled arrows, ..experimental 
automatic weapons and a never-say-die attitude. 


you parachute into enemy terrain. Danger is every¬ 
where! Watch out for enemy commandos, slithering 
snakes and deadly jungle beasts. There's no turning 
back as you struggle through the thick jungle brush, 
raging waterfalls and hostile enemy villages. 

Time is running out. Lives are at stake. And only one 
man can possibly survive this mission...you! 


COMING SOON... 
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©World Wrestling Federation is a registered trademark of TitanSports, Inc. © 1988 All rights reserved. Wrestlemania'" is a trademark of TitanSports, Inc. All rights reserved. Hulk Hogan'" is a 
trademark of the Marvel Comics Group. Licensed exclusively to TitanSports, Inc. All rights reserved. © 1988 TitanSports, Inc. Airwolf” is a trademark of and licensed by Universal City Studios, Inc. 
© 1984 Universal City Studios. Inc. All Rights Reserved. Empire City’" 1931 © 1987 Toshiba EMI/I.S.I. Licensed and controlled for the United States and Canada by Acclaim Entertainment, Inc. 
RAMBO® is a registered trademark of Carolco. © 1985,1988 Carolco. All Rights Reserved. Sublicensed by Sega of America, Inc., under authorization by Carolco. Nintendo® and Nintendo 
Entertainment System® are trademarks of Nintendo of America Inc. Acclaim'" is a trademark of Acclaim Entertainment, Inc. © 1988 Acciaim Entertainment, Inc. 
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U EDITOR'S NOTES 

Hi, Nintendo game players! 

Welcome to this issue of the Game Player's 
Buyer's Guide to Nintendo Games. We've found 
more than 130 Nintendo games for you to choose 
from! 

Nintendo games keep getting better and 
better. Once you've had a chance to look through 
this issue, we're sure you'll find some new 
games you've just got to have. There are more 
super Nintendo games available now than ever 
before. And we've worked hard to make this the 
most complete buyer's guide you can get. 

There are over 30 First Looks, new games 
that will be showing up on store shelves even as 


Cobra 
Command- 
Page 24 

you read this. Wait until you get a chance to see 
Jackal, an attack jeep battle-action game; Zelda 

(Continued on page 6.) 
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Signal Research, Inc. is under a federal consent order which required 
that it not infringe Nintendo's tradenames, trademarks, or service 
marks. Signal Research, Inc. regrets any confusion that may have 
resulted from previous issues of our magazine. Signal Research, Inc. 
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taito 


THESE ARE TWO HUNGRY OINO MIGHTS 
l AND THEY'VE GOT BURBLE EIGHT N 
FUN DOWN TIGHT You and your two 
brontosaurus buddies. Rub and Rob, 

' .</<• ip r,, y,„,r tirtwv. in hiihhlr trim 

bins You've got to battle battalions' 
ol bullies by blowing and bursting 
billions ol bubbles It's a last paced 
bubble banquet through 100 screens 
of slap happy suds Got an appetite lor 
fun then get blowiri r 


BUBBLE BOBBLE IS DLNO-MIGHT! 

(FOR YOUR NINTENDO ENTERTAINMENT SYSTEM) 


Bubble Bobble is totally 
addictive action. It's the 
Number One game in Europe 
for over 3 months. Scramble 
over 100 screens of laughs 


as your brontosaurus 
buddies. Bub and Bob, blow 
you away with endless 
action. If you're lookin’ for 
fun, these dudes are the one 


GRAB THESE OTHER EXPLOSIVE ARCADE HITS FROM TAITO! 


2 A.M. IS NO TIME TO BE ALONE IN THE 
SUBWAY AND YOU'RE ABOUT TO FIND 
OUT WHY... This is the original arcade hit. 
One of the hottest games in Europe Thrill to 
the arcade-quality graphics of this fast- 
paced street-style Karate brawl. Scream 
through Renegade's multiple levels of play 
and see what real action is all about. 


NOBODY EVER SAID IT WOULD BE EASY. 
YOU'VE GOT TO FLY YOUR WORLD WAR II 
P-40 FIGHTER ON A TOP SECRET MISSION... 
Take the arcade's meanest air battle home 
for keeps. Strap in for explosive high-flying 
action. Hold on for your life as you soar 
through incredible graphics and spellbinding 
sound. You’ll never want to land. 


TAKE NO PRISONERS. TERRORISTS HAVE 
TAKEN THEIR LAST HOSTAGE. SOMEONE 
HAS TO TEACH THE TERRORISTS WHAT 
TERROR IS ALL ABOUT...Take the world's 
best arcade game home. Mind-blowing arcade 
quality graphics take you behind enemy lines 
to destroy terrorists and save helpless hostages. 
One play and you'll know why it's number 1. 


THE ONLY GAME IN TOWN. 1 " 

Taito's hot line of arcade games for the Nintendo Enter- ^*^ 57 for all other video games. Taito has been a leader in the 

tainment System* is one fast-action classic after another. II arcade for over 30 years and that's why you can count on 

And now you can get in on all the action, too. Vl II Taito to bring you the hottest games available for your 

Everyone knows that arcade games are the benchmark ^ | I Nintendo Entertainment System. 

?Ninti»nHnV as evaluated the quality of these prod- Inc. Taito® Renegade}" Sky Shark™ Bubble Bobble™ and 

^mnienqo; ^ Licensed by Nintendo® for play on the Operation Wolf ™ are trademarks of Taito America Corpora- 

Nintendo Entertainment System.® Nintendo and Nintendo tion. ©1988 Taito America Corporation. All rights reserved. 

Entertainment System® are trademarks of Nintendo of America Advertisement by: Qually & Company, Inc. (Chicago). 





































□ EDITOR'S NOTES (Continued from page 4.) 


II: The Adventure of Link, a follow-up to the 
awesome adventure. Legend of Zelda; Mickey 
Mousecapade, an action game in which you help 
Mickey and Minnie out of some tough situations; 
Tecmo Baseball, a realistic baseball simulation; 
and Cobra Command, a high-flying helicopter 
game. 

There are also arcade classics new to Nin¬ 
tendo machines, like Joust, in which your knight 
rides an ostrich through the skies. And there are 
new hits such as Super Mario Bros. 2, sure to be 
a bestseller. 

A whopping 60 Hot Hits are listed in this 
issue. These are Nintendo games that range 
from the awesome to the classic, hits like Mike 
Tyson's Punchoutl, Double Dragon, Blaster Master, 
Ikari Warriors II, and many others that are on 
store shelves now. There were shortages of some 
of these games before the holiday buying sea¬ 
son in December. But now, you should be able 
to find a growing supply of cartridges at your 
neighborhood stores. 

Finally, we've compiled a list of some 40 
Previews, games you can look forward to play¬ 
ing in the months ahead. WWF Wrestlemania 
features all the stars from the professional wres¬ 
tling ring. Marble Madness is a fast-action maze 
game in which you race your marble down a 
crazy, twisting ramp and into the teeth of marble 
munchers and other aggie eaters. Get ready to 
face the ultimate skateboarding test in the up¬ 
coming game. Skate or Die. And wait until you 
see games like Operation Wolf, Robocop, and 
Teenage Mutant Ninja Turtles ! 

WAY TO WIN SWEEPSTAKES! 

Now's your chance to win big, just as you do 
with your Nintendo games! But with the Game 
Player's $10,000 Way To Win Sweepstakes, you 
have a chance to bring home any of dozens of 
prizes. 

Check out the details of our $10,000 Way To 
Win Sweepstakes on pages 16 and 17 in this 
issue, and make sure you send in the Sweep- 
stakes card right away! 

As you'll see in our Sweepstakes, we're start¬ 
ing a brand-new magazine that will bring you 
even more Nintendo action! But there will also 
be the latest news, game hints and secrets, infor¬ 
mation on new games, and reviews of games 
that run on all videogame and computer sys¬ 
tems. In Game Player's, The Leading Magazine of 
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Video and Computer Entertainment, you'll find 
game information for Nintendo, Sega, Atari, 
and new videogame systems, as well as for 
Amiga, Apple II, Atari ST, Commodore 64, IBM 
and Tandy, and Macintosh games. If you really 
want to keep up with the whole rapidly expand¬ 
ing world of electronic gaming, Game Player's is 
the magazine for you! 

Each issue will be packed with all of the lat¬ 
est news, reviews, color screen shots, and se¬ 
crets of game play that will fit! Our writers, 
editors, and Game Player's Panel of Experts have 
been playing and writing about electronic 
gaming for years. Now super videogames and 
computer games are arriving almost every day. 
And the Game Player's magazine will be there to 
cover it all for you. 

So, join us for the first issue of Game Player's, 
and best of luck in our Way To Win Sweep- 
stakes 

GAME PLAYER’S MAILBAG 


We want you to be involved with the Game 
Player's magazines in every way possible. So, let 
us hear from you. Tell us about the high scores 
you're racking up, the secrets you uncover, the 
strategy hints you want to share, and the games 
you like the best. If you're a really awesome 
Nintendo game player, let us know which games 
you've beaten, what your scores were, and any 
tricks you can pass along to your fellow game 
players. 

Send your Nintendo letters to Game Player's 
Mailbag, 300-A South Westgate Drive, Greens¬ 
boro, NC 27407. We'll try to use your letters, 
hints and tips, and high scores in upcoming 
issues. In fact, we'll be announcing some big 
news in future issues about how you can be a 
part of the Game Player's magazines, win prizes, 
and share your Nintendo fun with thousands of 
other game players. _ 

Enjoy this issue, and keep winning! 
























game AND W 


YOU ALONE WIANEUVER WE P[^q N to 

IsKScSr ' 1 


AOOOO 


tfF tNO ^IpuVoM HE 6ALW 

iss&s- 


i HVOE'S m 

oemons m 


ComingSoon 


a 

■ 


Nintendo and Nintendo Entertainment Systems 
are trademarks of NINTENDO OF AMERICA INC 
XEV10USC1983. 1984 Namco. LTD 
GALA6A ©1981, 1985 Namco. LTD 
DR. JEKYLL AND MR HYDE©1988TohoCo LTD 
MEGACTM 1988 Bandai 



Bandai America. Inc 
12951 E 166th Street 
Cerritos. CA 90701 
(213) 926 0947 






GAME 
PLAYER'S 
MAILBAG 


THE PANEL OF EXPERTS 

Dear Game Player's Guide : 

I have just finished reading 
my first issue of the Game Player's 
Guide. I found your magazine very 
easy to read and informative. I was 
especially interested in your panel of 
experts. 

I would like to know how I 
can join the panel of experts. I am 11 
years old and in the fifth grade. I 
have been playing Nintendo games 
for about four months. I find it a lot 
of fun. It's my favorite thing to do 
after school. 

Sincerely, 

Kate 

Edison, NJ 

Dear Game Player's Guide : 

I read about your Panel of 
Experts. Could you tell me what 
classifies a person as an expert for 
the panel? My friends finally got me 
to write to you and ask if you let new 
people on your panel. 

I have beaten 69 games to 
date, and most of these in one or two 
days. My friends told me to write to 
you because they said that if you take 
applications, I would have a good 
chance. 

Thank you. 

Bill 

Detroit, MI 

Dear Kate and Bill: 

Thanks for your interest in 
our Panel of Experts. We've received 
many letters about the panel. We 
really have TWO panels of expert 
Nintendo players who help us learn 
new games; give inside hints, pass¬ 
words, and special power-up secrets; 
and tell us which games they like 
best. 

One of our panels helps us 
here at the Game Player's Guide of¬ 
fices as we put new games through 
their paces. But there's a bigger Panel 
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of Experts—people like you—who 
send in their letters that tell us about 
themselves, share game tips and 
passwords, and let us know about 
their high scores. 

We'll have MORE informa¬ 
tion in upcoming issues of the Game 
Player's Guides about both of our 
Panels of Experts and how you and 
other Nintendo Experts can help 
game players everywhere. So, stay 
tuned! 

PSSSST! WHAT’S 
THE PASSWORD? 

Dear Game Player's Guide : 

Just read your Game Player's 
Guide , and enjoyed it. However, there 
was one feature that you didn't point 
out that exists in some of the more 
interesting games that adults like 
myself look for, and that's the Pass¬ 
word feature. 

Maybe you might think of 
this in your upcoming issues. Most 
of the time, if a game has a password, 
it means that there is usually more to 
the game than just shooting or knock¬ 
ing one cursor off with another cur¬ 
sor for high scores — which to me 
gets boring quick! 

Looking forward to the next 
strategy book, 

Robert 

San Francisco, CA 

Dear Robert: 

You're right, passwords add 
a lot to Nintendo games. And we 
think you'll see even more games 
using passwords in the future. Game 
developers understand that Nin¬ 
tendo players like to be able to stop 
playing for awhile and pick up again 
without starting over. Our Game 
Player's Strategy Guides will reveal 
many passwords in future issues. 

HELPING HANDS 

Dear Game Player's Guide : 

I can't wait until my first 
magazine comes. But when you send 
it, can you give me a hint how to get 
through Alpha Mission and a hint on 
how to land in Top Gun ? Thank you. 

Your Nintendo fan, 

James 

Trout Run, PA 



Dear James: 

Those are two challenging 
games that are a lot of fun. Stick 
with them. But maybe there are a 
few tips that our readers would like 
to share with you. How about it, 
Nintendo experts? Any suggestions 
for James on Alpha Mission and Top 
Gun ? We want to hear from our 
readers on all kinds of Nintendo 
games. So don't be shy about send¬ 
ing in hints and tips that you've 
learned. 

HOW ABOUT SEGA? 

Dear Game Player's Guide : 

I recently bought one of your 
Game Player's Guides to Nintendo, 
and I think it's great. It's very infor¬ 
mative, colorful, and just plain fun to 
read. 

I own SEGA and Nintendo, 
and enjoy both of them very much. 
I've been looking around for a maga¬ 
zine similar to yours, but for SEGA, 
and I simply can't find one. So, I 
thought I'd write you and ask if you 
would consider making a magazine 
with all the information and great¬ 
ness of the Nintendo one, except for 
SEGA. 

A lot of my friends think the 
same way I do about this subject, and 
encouraged me to write you this let¬ 
ter. Just think about it. 

Thanks, 

Jayson and Friends 
and Cousins 

Wayne, MI 

Dear Jayson: 

We'll do more than think 
about it. In fact, we agree with you 
and your friends and your cousins. 
We'll be publishing a new Game 
Player's SEGA Buyer's Guide early 
in 1989. So, look for it at your neigh¬ 
borhood newsstand or toy store. Or, 
you can order it directly from us. 
See the direct-order card elsewhere 
in this issue. 


LET US HEAR FROM YOU! 

Send your cards and letters to 
us at Game Player's Mailbag, 
300-A South Westgate Drive, 
Greensboro, NC 27407. 






WIN THE 20 NINTENDO 
GAMES OF YOUR DREAMS 


OW IS 

those 


our chance to have 


your cnan 
Nintendo 


titles 


you’ve been dreaming about 
for so long. No more hoping, 
wishing or begging Mom and 
Dad, because you can win 
them. Now. Here’s how: 

Enter Suncom’s Docking Bay 10 
“It’s Neat to be Neat” Sweepstakes 
by visiting your favorite Nintendo 
retailer. On display you’ll find 
Suncom’s exciting Docking Bay 
10 Game Pak Organizer. It’s a 
neat, easy way to safely store your 
Nintendo software, holding up to 
ten game paks, including sleeves 
and instruction books. 

High-styled and high-tech in 
a sleek, roll-top cabinet that 
matches your Nintendo console, 
Docking Bay 10 keeps cartridges 
clean, organized and conveniently 
out of the way. Made of a sturdy, 
high-impact, injection molded 
material, Docking Bay 10 will 
keep your game paks safe from 
contamination and other hazards, 
so they’ll last for a long, long 
time. It’s a perfect solution 



ind Docking Bay 10 at 
these and many other fine 
retailers across the USA 
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to cartridge storage prob¬ 
lems, for star pilots and 
family members alike. 

Take home a Docking 
Bay 10. Then cut out the 
“It’s Neat to be Neat” circle 
printed here. Staple it to the 
inside of your Docking Bay 10 
Warranty Registration Card, and 
mail both back to Suncom by 
April 15, 1989. 

Your name will be entered in a 
drawing to be held May 2,1989. 
If you win, you’ll get to choose any 
twenty game paks for Nintendo 
from Konami, SunSoft or any 
other publisher, subject to 
availability. 

It’s that easy, so don’t delay. 
Pick up a Docking Bay 10 and 
enter today. 


and Canada: 

Northwest 

Sears; Service Merchandise; ABI Computer 
Video, Nampa, ID; Software Galleria, Idaho 
Falls, ID; Small Town Computer, Sandpoint, 
^ ID; S/W Pipeline of N.R, Newport, OR; 
The Computer Store, Longview, WA. 




West 

Sears; Service Merchandise; 
Candy Computers, Elk Grove, 
CA; Fedco California; Cerritos, 
Costa Mesa, Escondido, Los 
Angeles, National City, Ontario, 
Pasadena, San Bernardino, Van 
Nuys; I’m Comics, Whittier, CA; Kunz Photo & 
Hi Fi, Ridgecrest, CA; Long Stores, State¬ 
wide, CA; Starr Video World, Simi Valley, CA; 
Thor Audio Video, Thousand Oaks, CA; 

D.C. Enterprises, Price, UT; Toy & Hobby 
Co, Modesto, CA; Toys By Roy, Palm 
Desert, CA. 

Southwest 

Sears; Service Merchandise; Bills Sight & 
Sound, Prescott, AZ; Captain Video, Tucson, 
AZ; Computer or Play, Mesa, AZ; Prescott 
Computer System, Prescott, AZ; Stuart 
Enterprises, Levine, AZ; Video Junction, 
Minden, LA; Argentina 78 Electro, McAllen, 
TX; Electron Nick’s, Bonham, TX; Mid Texas 
Computers, Brownwood, TX; Movies 
Unlimited, Ft. Worth, TX; New Release, 
Sherman, TX. 


Plains States 

Sears; Service Merchandise; Action Video 
Inc., Great Bend, KS; Bob’s Video Movie, 
Oklahoma City, OK. 

Midwest 

Circus World; Sears; Service Merchandise; 

A Video Experience, Centralia, IL; Carson 
Pirie Scott, Chicago, IL; Gamers Paradise, 
Villa Park, Deerfield & Norridge, IL; Jed’s 
Video Inc., Lake Zurich, IL; Softy’s Streator, 
IL; Software City, Belleville, IL; Video 
Supreme, Lexington, IL; Softech, Madison- 
ville, KY; Computer Center, Manistique, 

MI; Computers Today, Holland, MI; Carson 
Pirie Scott, Mpls., MN; Bodacious Bytes, 
Rockville, MO; B & G Electronics, Lakewood, 
OH; Futuretronics, Lorain, OH; Just For 
You, Southpoint, OH; Kitchen Sink Software, 
Westerville, OH; Monroe Computer Prod¬ 
ucts, Solon, OH; Electronics Etc., Lady¬ 
smith, WI. 

Southeast 

Sears; Service Merchandise; My Favorite 
Video; Suncoast Video; Brazil Electronics; 
Video Tech; Video Biz; Appliatronics; 
Automated Electronics; RCT Electronics; 
Funworld; Electro Fantasy; Crazy Ely; Carl’s 
TV; Flagler Photo; Family Video; B & W 
Enterprises, Waycross, GA; Books and Bytes, 
Lawrenceville, GA; Versatile Video, Atlanta, 
GA; Software Plus, Jacksonville, NC; Stereo 
Video Center, Georgetown, SC. 

East 

Caldors; Clover Stores; Circus World; 
Consumers; Sears; Service Merchandise; 
Derric Electronics, Handen, CT; Software Are 
Us, Milford, CT; Ippy’s, Manasquan, NJ; 
Ippy’s #2, Howell, NJ; The Computer Place, 
Park Ridge, NJ; The Program Store, Wayne, 
NJ; Whitco Sales, Spenser, NJ; Home Enter¬ 
tainment, Brockton, MA; Video Paradise, 
Gloucester, MA; Bangor-Merrifield, Bangor, 
ME; Memento’s, Caribou, ME; Video 
Encounters, Wakefield, RI; Family Video, 
Staford, VA; Software Heaven, Martins- 
burg, WV. 

Canada 

Electro T’s, Edmonton, Alberta Canada; Toys 
‘R’ Us Canada. 

If you can’t locate a dealer near you, 
call 1 - 800 - 562-5200 ext. 050 
for customer service or write: 


•=> Suncom 

It’s Neat to be Neat Sweepstakes 
290 Palatine Rd. Wheeling, IL 60090 USA 


Official Rules. Entries must be postmarked no later than 4/15/89. One winner will be selected from among all entries received in a random drawing to be conducted by an 
independent certified public accounting firm on May 2,1989. Return your Docking Bay 10 Warranty Registration Card along with the “It’s Neat to be Neat” symbol cut-out via regular 
first class mail to: Suncom, Inc., Sweepstakes Headquarters, 290 Palatine Rd., Wheeling, IL 60090 USA. Prize will be awarded subject to availability of game cartridges. Winner must 
be prepared to choose alternate titles if first choices are unavailable from their respective manufacturers. No game may be chosen if its suggested retail price exceeds $50 (U.b. 
currency). Offer open to all residents of the U.S. and Canada except employees of Suncom, Inc. and its agents. Offer void where prohibited by law and is subject to all applicable federal 
state and local taxes and regulations. Suncom, Inc. is not responsible for any delays encountered in postal delivery. Winner will be notified via mail by May 23,1989. For winner s name 
send a stamped self-addressed envelope to Sweepstakes HQ, address above. Entering Sweepstakes constitutes permission to use name and likeness of winner for promotional 
purposes. No purchase required. If entering Sweepstakes without making a purchase, fill out a o' x 5" index card with your name, address, city, state and zip and mail to above address 
along with “It’s Neat to be Neat” symbol cut-out, inside of a #10 business-sized envelope. 

©Nintendo is a product and trademark of Nintendo of America Inc., which does not endorse or approve this product. 
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AMAGON 


The country's most decorated ma¬ 
rine, Amagon, has a dangerous mission 
ahead. There is a mysterious island in 
the South Pacific from which no ex¬ 
plorer has ever returned. Amagon must 
investigate and report to his commander 
on the strange monsters there. 

Armed only with a machine gun, 
Amagon might seem to be on an impos¬ 
sible mission. But the soldier has a unique 
ability — he can transform into Mega- 
gon, a huge beast of a man twice as large 
and twice as strong as any other human. 
Before he can transform, however, he 
has to find the "mega-key." And re¬ 
member that even Megagon will die if 
he falls into a river or valley. 

The island is divided into six zones: 
plains, jungle, river, rain forest, rocky 
mountain, and beach. After zone three 
has been cleared, the game can be con¬ 
tinued without repeating earlier areas. 
At the end of each zone, a mega-mon¬ 
ster must be defeated before you can 
continue. So, in addition to the minor 
monsters you'll find (including tarantu¬ 
las, snakes, vampire bats, piranhas, red 
devils, pterodactyls, and cosmic men) 
you'll have to defeat a devil tree, skele¬ 
ton, megasaurus, and alien before you 
can reach your ship alive. 

American Sammy 
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(Continued on page 12.) 
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Nintendo is a registered trademark of Nintendo of America Inc. • Sega is a registered trademark of Sega of America, Inc. 

Atari is a registered trademark of Atari Corporation. • Commodore is a registered trademark of Commodore Business Machines Ltd. 


(CAMERICAX 


: 


Videoblaster 1 

Invisible beam 
interaction. 
Extra-long 
cord. (Nintendo) 


No matter which of these feature - 
laden Camerica products you choose, they 
all have one feature in common. 

Camerica quality. 


Take control 
the Camerica way 




flraci 


8-directional control 
with dome 
switch 
technology, 

(Atari, //%%• 

Commodore) fl.*' -J 


Micro Master™ 

State-of-the-art 
micro switch 
technology for 
precision control. 
(Nintendo, Sega, 

Atari, Commodore) 


The Dragon 

Left-hand or 
right-hand play. 
Comfortable 
rugged hand grip. 
(Nintendo, Sega, Atari 
Commodore) 


(Sega, Atari, 
Commodore) 










AMAGON (Continued from page 10.) 



HINTS & TIPS 

• Amagon has 300 bullets when he 
lands. If he runs out of ammunition be¬ 
fore finding the mega-key, he'll have to 
use the gun as a club. Killing enemies 
earns bullets, though. 

• Transform as soon as you have the 
mega-key and 5,000 points. If you are 
killed as Amagon before you've trans¬ 
formed, you'll lose the mega-key. 

• You earn one mega-point for each 
5,000 points Amagon scores. The maxi¬ 
mum number of mega-points is 14. When 
Megagon dies or throws a laser beam, it 
costs a mega-point. 

• Don't be discouraged if you have 
trouble defeating Lion Head, the mon¬ 
ster at the end of zone one. He has more 
resistance to attack than most of your 
other monsters. 


SCREENS SHOWN 

=j | They don't get any tougher than this 
skeleton, the monster at the end of 
zone four. 

—2—I Amagon gets one point for shooting 
or hitting. Megagon gets eight points 
for a punch, 16 for a laser beam. 

—j— The island is inhabited by animals 
- you won't find anywhere else — dino¬ 
saurs, dragon birds, and devil trees. 

|—^—| In continue mode, you can carry over 

- scores and bullets, but not Amagon's 

stock. 

—g— When you kill an enemy, you'll earn 

- standard points, bonuses, bullets, or 

even a one-up item. 

—g— Only in Amagon will you have to battle 

- a hippo demon before you can cross a 

river. 
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Freedom Stick™ 
is the only wireless 
2 player simultaneous 
joystick available. 


<• 


The 2 player move is on. 

It’s no longer only “player vs game” It’s fast 
becoming “player vs player.” 

And Camerica offers the perfect deal to get 
in on the trend. 

The Gift Pak has 2 Freedom Sticks™ for 
2 player simultaneous games, with a receiver 
and is compatible with Nintendo* Sega* Atari* 
and Commodore? 

The Camerica 2 player package deal could 
mean only one thing. 

Twice the fun. 

2 player simultaneous games are coming on board daily. 
Games such as Double Dragon, John Elway, Dragon Power, 
Ninja Kid, Muscle, Trojan, Legendary Wings, Ikari Warriors, 
Iron Tank, Guerilla Wars, Tecmo Baseball, Tecmo Bowl, Karate 
Champ, Tag Team Wrestling, Jeopardy, Jeopardy Jr. Edition 
and Rollar Ball. 



(CAMERICAX 

230-5th Ave., Suite 1100, New York, N.Y 10001 
(212) 689-6320 

3415-14th Avenue, Unionville, Ontario L3R 2L6 
(416) 470-2515 


‘Nintendo is a registered trademark of Nintendo of America Inc. ‘Sega is a registered trademark of Sega of America, Inc. 

‘Atari is a registered trademark of Atari Corporation. ‘Commodore is a registered trademark of Commodore Business Machines Ltd. 
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BUBBLE BOBBLE 


Bub and Bob are two little dinosaurs 
who live in peace and harmony in a 
magical land. Just beyond their land, 
however, is an evil place ruled by Baron 
von Blubba, who is not very nice. 

The baron has kidnapped two of 
Bub and Bob's brontosaurus friends and 
has taken them back to his land. Bub 
and Bob set off to rescue their pals, little 
realizing that the baron has sent crea¬ 
tures from his land to block their way. 

But Bub and Bob have an unusual 
talent. They can blow bubbles big enough 
to surround any enemy. Then the dino¬ 
saurs can ram the bubbles into walls or 
jump on them. When the bubble goes 
pop—wham!—so does the enemy. And 
the broken beasties usually leave some¬ 
thing behind as a bonus, including dia¬ 
monds, vegetables, hamburgers, and 
crowns. There are also magic bonus items 
such as speed shoes, a wizard's staff, 
and a parasol for warping through five 
rooms. 

There are two worlds to finish be¬ 
fore you can find Bub and Bob's friends. 
Each world has 113 rooms, so you've 
got a struggle ahead. But there's a clue 
waiting in room 99 of both worlds that 
will help you complete your quest. Work 
alone with just one dinosaur or get a 
friend to help. 

Taito 
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(Continued on page 18.) 
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FEATURE^ : 

VOrCEAWD- 
MORSE CODE! 






Nintendo 


SNX CORPORATION OF AMERICA 

246 SOBRANTE WAY 
SUNNYVALE, CALIFORNIA 94086 
CALL (800) PLAY SNK 

© 1988 SNK CORP. OF AMERICA. 
NINTENDO AND NINTENDO ENTERTAINMENT 
SYSTEM ARE TRADEMARKS OF 
NINTENDO OF AMERICA INC. 


SNK BRINGS YOU BATTLES, INVASIONS, 
STRIFE, COMBAT, SKIRMISHES, SEIGES, 
CONFLICTS, AIR RAIDS, MOBILIZATIONS 
HOSTILITIES, AND ALL-OUT WARFARE! 


ninrn 


COMING SOON 
TO YOUR 
LIVING ROOM: 
THESE TWO 
ARCADE 

BLOCKBUSTERS! 















NINTENDO PC AMIGA 64 SEGA ATARI 


I n the days before Christmas, 
people hunting for Nintendo 
cartridges to stuff ink 


U stream of new 
releases. Even Super Mario Bros. 2 
and Double Dragon are now avail- 


NINTENDO 

NHEVVS 

New Titles 
Perk Up 

Nintendo Library 


able. And it seems the new re¬ 
leases have more personality than 
games of the past — which all too 
often seemed interchangeable, like 
clones of each other. Certainly 
Amogon. Bubble Bobble, and Colgo 
13 are not imitations of games that 
have come before. 


Bionic Commando 

Neither is Bionic Commando. 
Capcom's new adventure. Okay, 
our hero is single-handedly bat- 
ding hordes of heavily armed sol¬ 
diers, trying to rescue Super Joe, 
and attempting to destroy the 
Imperial Army's arsenals at the 
same time. And yes, he's armed 
with a gun that gets more power¬ 
ful throughout the game until it 
becomes a "hyper bazooka." 

Still, the Bionic Commando 


does not run. jump, and karate 
chop his way through enemy lines. 
Instead, he has a special grappling 
mechanism called a bionic arm. 
When he reaches a chasm, or when 
he needs to reach a high ledge, he 
just shoots a wire (remember Spi¬ 
der-man?) which is immediately 
anchored. Then he can either jump 
across the chasm or raise himself 
to the ledge. 

The game begins on a map of 
19 areas. The helicopter which 
drops the Bionic Commando can 
travel to any of the zones. Watch 
out for enemy trucks, however, 
because when you run into one, 
you automatically descend and 
battle the enemy. Areas 1 through 
12 are each different, with danger¬ 
ous missions to complete. Areas 
13-19 are "neutral zones." They 
contain masses of enemies to de¬ 
feat, but always in the same pat¬ 
terns. You'll pick up vital supplies 
in the neutral zones that you'll 
need to complete other areas. A 
flare gun in zone 13, for example, 
lights the tunnel in area 4 so you 
won't ha ve to battle soldiers in the 
dark. 

When you encounter the en¬ 
emy, you descend into one of two 
locales—a beach or a desert. Here, 
you fight the enemy on a short 


— 

. 

DON’T MISS A SINGLE ISSUE 

OF THE HOTTEST NEW MAGAZINE IN 

VIDEO AND COMPUTER GAMES! 


MAGAZINE FOR EVERY 
VIDEO OR COMPUTER 
GAME PLAYER!_ 


GAME 


A Signal Research 


THE LEADING MAGAZINE OF VIDEO AND COMPUTER 


■ Gaming news from around the world — the latest Japanese 
crazes, hi-tech joysticks, previews of next-generation 16-bit game 
machines. 

I The best writers and columnists in the business, 

I Reviews of the latest hit games for Nintendo, Sega, Atari, PC, 
Commodore 64, Amiga, and Macintosh — even arcade hits. 

| In-depth features — games thoroughly examined with page 
after page of full-color maps, strategy hints and tips, and screen 
shots. 

| The Hot 100 — mini-reviews of 100 of the most popular games, 

I The best free public domain games, and how to get them. 

| And much, much more! 


Each issue is filled with color and packed with solid information, 
hundreds of hints and tips, game descriptions, even maps and 
complete solutions to complicated games! 




OVER 
100 HOT 
GAMES! 

REVIEWS: 


BLADES OF STEEL 
HOSTAGE 

CHESSMASTER2100 
GUERRILLA WAR 
BIONIC COMMANDO 
PRESUMED GUILTY 
AND MANY MORE! 


PLUS: 

SEGA’S 16-BIT 
GAME SYSTEM 


THE LATEST 
GAME NEWS 
AND PREVIEWS 









































I Experts rate all the new games! 

I Pages and pages bursting with full-color screen shots! 
I All the newest, hottest games for Nintendo! 

I Hundreds of insider tips, techniques, and special hints! 
I Learn how to improve your scores! 


With the GAME PLAYER'S GUIDES to Nintendo Games, you expe¬ 
rience the games firsthand. You see the important screens in full 
color, learn about the characters, the different levels, how the 
game plays. Then, when you're ready to buy your next game— 
you'll know what's hot and what's not! 


FOR THE GREATEST SAVINGS, CHOOSE A GAME PLAYER’S DREAM 
SUBSCRIPTION — Two Great Magazines at the Super-Saver Rate 
of 32% off!! 


FOR NINTENDO®GAME 
PLAYERS ONLY... GAME 
PLAYER S GUIDES to 

Nintendo!, 


port* gaims for 


plying almost 
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•rV»/ M . games. If you’re 
a fan of sports 
games, you may 
' . find it hard to 
keep track of 
■ what’s good, 
what’s new, and what's hot. T<rmo 
Bowl is ail three — and is well 
worth the attention of football fans 
of all ages. 

Perhaps the most novel fea¬ 
ture of Tecmo Bowl is that it simu¬ 
lates the various strengths and 
specialties of real-life NFL teams. 
An NFL team with exceptional 
passing, defense, or kicking has 
those same strengths in Tecmo Bowl. 
This gives football fans the feeling 
of actually being able to coach or 
quarterback their favorite teams. 

Tecmo hascomeup with a very 
playable system of scrimmage. 
Before each play, you can choose 
from four different strategies 
shown on the screen. Then, by 
manipulating an on-screen cursor, 
you can run the play. By using 
various button combinations, you 
can also make some quite realistic 
moves. For instance, you can make 
a diving tackle or stiff-arm a 
blocker who gets in your wav. 

Tecmo Bowl has some other 
interesting details, too. It has a 
very impressive synthesized voice 
that emits dear, convincing sig¬ 
nals from the quarterback, and 
lusty cheers from the crowd when- 


TECMO BOWL 

WWtam R. Trotter 


ever someone scores Aftera touch¬ 
down, the animated players leap 
into the air joyfully, slapping their 
palms together. 

There's one aspect of the game 
which departs from reality, but 
few football fans will complain. 
These animated gridiron warriors 
smash into each other with 


bone-crunching power than real- 
life players could ever withstand. 
When the two teams slam together, 
little video bodies fly through the 
air, and the synthesized voice 
groans and moans 

Tecmo Bowl is a solid achieve¬ 
ment. It successfully mimics real 
football, filling the screen with 
noise, color, and action. Because of 
the way it simulates real teams, it 
provides considerable room for 
strategy. This is one of those (still 
comparatively rare) Nintendo 
cartridges that parents and kids 
can enjoy equally. 


pink htr lo to a 
LrMtupoMibir 


The dotted line 
•howr* how Ur to 
go for your next 


Check the Dream Subscription 
box in the card and you get 
BOTH GAME PLAYER’S MAGA¬ 
ZINES at a spectacular savings 
off the regular prices! 


A SIGNAL RESEARCH INC. PUBLICATION. NOT 
AFFILIATED WITH NINTENDO OF AMERICA INC. 


NINTENDO 


FIRST 

LOOKS 


JACKAL 
ZELDA II 
COBRA 


THE 
MICKEY 


P 




usn'Si 


of 


SUPER 

STRATEGY 

BIONIC 
COMMANDO 
GOLGO 13 
METAL GEAR 
MILON’S SECRET 
CASTLE 
ULTIMA 

HITS AND 
PREVIEWS 

ANTICIPATION 
BLADES OF 
STEEL 

MYSTERY QUEST 
OPERATION 
WOLF 

SKATE OR DIE! 


SEND IN 
THE 

MONEY¬ 

SAVING 

SUBSCRIP¬ 

TION 

CARD 

TODAY! 


Nintendo is a registered trademark 
' Nintendo of America Inc. 














































BUBBLE BOBBLE (Continued from page 14.) 



HINTS & TIPS 

• The meanest of the enemies are In- 
cendo, Stoner, Super Socket, and Willy 
Whistle. Others, like Bubble Buster and 
Hullaballoon, are easily defeated. 

• You can get rid of a lot of enemies at 
once by breaking a water bubble. You 
can also use water bubbles to escape 
from sticky situations. 

• When a game ends, you'll get a five- 
letter password that enables you to 
continue from the last room you en¬ 
tered. And with 226 rooms in all, you'll 
need passwords! 

• You get many points if you can break 
more than one bubble at the same time. 
Try to line up several bubbles — move 
them carefully — and break them in a 
domino chain. 


SCREENS SHOWN 

|—j—| See the "X" on the left wall? If you 
can find the letters in Extend , you can 
move on to the next level. 

2 I When trapped in bubbles, the ene- 

- mies can't hurt you. But sometimes 

they'll escape. Catch them again. 

—g—| If you can pick up the candy at the 
- upper left, you can blow bubbles far¬ 
ther and faster. 

| ^ | Hullaballoons, whether they're yel- 

low or blue, are not that difficult to 
defeat. 

—g—| The Beluga fish have nasty teeth. You 

- 1 might want to try a two-player game 

to clear rooms like this faster. 

|—g—| You're going to have to learn to ride 

1 - 1 bubbles if you want to get through 

rooms like this one. 
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V THIS SEAL IS 1 
YOUR ASSURANCE THAT 


(Nintendo) 


HAS EVALUATED AND 
APPROVED THE 
k QUALITY OF THIS a 
PRODUCT. 


l, « msec 

fan p. 


Teemo 


*tvssas 

deluded’ 


MODERN DAY 
WARRIOR 

coming soon! 


Game Paks 

Licensed by Nintendo 
For Play On The 


EnTERTRinmenT 

SVSTErTT 


The Newest Challenge in the 
Tradition of Adventure and Skill Games 


Tecmo is proud to introduce its’ latest games for the 
Nintendo Entertainment System®, featuring outstanding 
graphics, realism, and control that will keep you on the 
edge of your seat! 

Work your way to the championships as you plan your 
strategy as a coach or player in high action Tecmo 
Baseball™ or Tecmo Bowl™. 

Tecmo Baseball™ puts you in complete command of 
your own team selection, lineup, batting order, and even 


designated hitters. 

Tecmo Bowl™ gives you total control of key players as 
they charge for the championships using the game plan 
that you create! 

Tecmo also introduces its’ newest adventure challenge, 
Ninja Gaiden™! You’ll travel through distant lands as you 
wage battles against relentless enemy warriors in this 
incredibly realistic adventure. Put yourself in control of 
Ryu Hayabusas’ every move as he journeys on his quest! 



1 - 800 - 338-0336 
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CITY CONNECTION 


It's not easy to make a clean getaway 
when all the cops in New York City are 
after you, especially when the merchan¬ 
dise you've stolen is paint — lots of it. 
With the paint leaking from your car and 
marking your trail, you have to escape 
the pursuing police cars. But you've got 
to paint the entire highway system first. 
And after you make it out of New York, 
you'll have to take on the police forces of 
London, Paris, Frankfurt, New Delhi, 
and Tokyo if you want to make a clean 
escape. 

And it's not just the police cars you 
need to watch out for! Stray cats keep 
darting into your path. If you hit one, 
you'll wreck. The more times you turn 
around to make a fresh start on a jump¬ 
ing maneuver, the more cats there seem 
to be. Don't forget those nasty pylons, 
either. They pop up where you least 
expect them. At least you've got a fight¬ 
ing chance against the cops, since you 
can collect oil cans and shoot them at the 
squad cars behind you. While the police 
cars are spinning on the oil slicks, you 
can ram them. 

You may be the world's easiest bur¬ 
glar to follow, but if your driving skills 
and strategies are good enough, you can 
shake off your pursuers. What you do 
with all that left-over paint is your prob¬ 
lem. 

Jaleco 


(Continued on page 22.) 
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Game! 

Amagon, 

^rtor inP \A/ 3 S 


_ the most 

s£es=ST 

=rrHrr 

which no man nas 
alive. 

With a machine gun as his onlY 
weapon, he took off by plane 

crash-landed on the islands 
beachhead. 

t e c'om\ e S»coS" the WmA 


Good Luck! 


American Sammy 

2421 250th Street, Suite D-104, 

Torrance, California 
Phone: (213) 320- 


THIS GAME IS 

LICENSED BV NINTENDO 

FOR PLAY on the 


enTEBTRir 


svsTem* 
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CITY CONNECTION (Continued from page 20.) 





HINTS & TIPS 

• Catch balloons whenever they ap¬ 
pear — you'll earn an extra car. Grab 
three, and you'll warp to the next city 
with your car still intact. 

• Balloons can appear at any time 
during City Connection, and on any level. 
In London, for example, one will appear 
when you have a store of 11 oil cans. 

• Try to time your jumps over the gaps 
in the road so that you paint the very 
edges of the segments. You'll waste a lot 
of time backtracking over them if you 
don't. 

• The cats appear far enough ahead so 
you can jump over them, with practice. 
The pylons, however, pop up right in 
front of your car for an almost certain 
crash. 


SCREENS SHOWN 

| j | Your car will sail to the next lower 
road level when it finishes a seg¬ 
ment, unless you jump the gaps. 

2 | If you stay too long on any one level, 

pylons (and cats) spring up right in 
front of you. 

| j | It takes practice before you can move 
the car as you wish. Tight U-turns 
can get you out of tough situations. 

| 4 | Turn around and leave the screen 

after a cat has appeared. Sometimes 
it will be gone when you return. 

g | Pick up all the oil cans possible. But 
they're not your only weapon. You 
can ram flickering vehicles, too. 

| g | Try to finish painting the upper roads 
first, then move down. It's hard to 
jump back up to a higher level. 
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Commitment to fun and 
everlasting challenge 

HUDSON S ADVENTURE ISLAND™ 

Come join Master Higgins on his vacation and see what trouble he can get into. Walk 
on clouds, ride a skateboard, throw a tomahawk. Look for hidden items to help you 
beat the monsters. Can you elude those that are trying to beat you? Can you travel the 
whole island without being beaten? Will you take the challenge and go with Master 
Higgins on vacation?! 

MILON’S SECRET CASTLE™ 

If you think you have played the hardest of all video games, try this one. Each level has 
a different challenge; The higher the level the tougher the challenge! Hidden shops 
contain important hints and items to help beat the monsters. Can you find the shops? 
Can you beat the monsters? Are you ready for the challenge of your game playing 
career? THIS IS IT! 

BOMBERMAN™ 

This is the old-time favorite game from Japan. Bomberman is a robot engaged in the 
production of bombs. He had been put to work in an underground compound at the 
center of the earth. One day Bomberman decided to escape for freedom. Bomberman 
can only rely on bombs of his own production for his defense. Will Bomberman ever 
make it to the surface? 

For questions, hints or information 

Licensed by Nintendo® Cal1 (41 5 ) 495-HINT 

for play on the 

(Nintendo) ©1988 Hudson Soft USA, Inc. 

EnTERTBinmenT Nintendo and Nintendo Entertainment System 

are trademarks of Nintendo of America Inc. 


HUDSON GROUP ■ 


> HUDSON SOFT' 






601 California Street, Suite 2004, San Francisco, CA 94108 
























CO Tv O O 



COBRA COMMAND 

There are six challenging stages to 
this Cobra attack helicopter action game. 
You pilot the armored chopper, avoid¬ 
ing or destroying enemy infantry, tanks, 
cannon, missile carriers, submarines, and 
gunboats. You also must rescue hos¬ 
tages on each level and find the enemy's 
hidden fortresses. 

There are 24 hostages in the first 
stage, 30 in the second, and more on 
higher levels. When you fly near a hos¬ 
tage, a ladder or rope drops down so the 
hostage can climb up. But even as you're 
rescuing your friends, you have to con¬ 
tinue to fight enemies. Helicopters swoop 
down on you, and ground soldiers 
advance along with cannon and tanks. 
You have to learn how to aim the Co¬ 
bra's cannon in different directions very 
quickly. 

At first it will take only four hits by 
enemy fire to destroy your helicopter. 
But if you can stay alive, you will re¬ 
ceive additional armor. By pressing the 
Select button, you can choose which 
armor, weapons, and engine levels you 
want. You can also receive messages to 
help you locate the enemy's fortresses. 

Each of the six stages presents differ¬ 
ent challenges. The third stage, Borneo, 
is a night mission. Enemies are much 
harder to see. The fourth stage. South 
China Sea, pits you against the enemy's 
fleet. And the sixth and final stage is the 
enemy headquarters, the most difficult 
of all. 

Data East 
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Challenge Your Wits With LOLO: The excitement sizzles with this 
one. Can you help LOW save the princess LALA from the Great 
Devil? You must guide LOLO through a series of 50 different 
mazes filled with evil spirits. Each maze offers an ingenious triple 
challenge: dodge the evil guardians, move the maze objects in correct 
sequence, and solve the lethal puzzle by collecting the power objects. 

A game the whole family can enjoy, LOLO, from HAL America, is 
designed to improve your thinking skills. 


Licensed by Nintendo for play on the 


Challenge Your Skill With ROLLERBALL: Fire up for the ultimate 
pinball challenge. Four vertical scrolling screens extend 
ROLLERBALL’s play area, and your fun. You can have multiple balls 
on all four screens. It’s hot! Can you keep your ball in play long 
enough to reach the highest score? Play against the game, or one on 
one with friends on the second screen, hockey version. You’ll become 
a pinball wizard! It’s the perfect family game (parents will love it 
because there’s lots of fun, but no violence). 


HAL AMERICA INC. 


(Nintendo) 

inTERTRinmEHT 

SVSTEm* 


7873 S.W. Cirrus Drive, Building 25F • Beaverton, Oregon 97005 • Tel 503/644-4117 Fax 503/641-5119 

HAI is a trademark of HAL America Inc Nintendo 9 and Nintendo Entertainment Systems 9 are Trademarks of Nintendo of America Inc © 1989 HAL AMERICA INC. 
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COBRA COMMAND (Continued from page 24.) 
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HINTS & TIPS 


• Press the controller's direction pad 
to choose your angle of flight. Since ene¬ 
mies attack from above, straight ahead, 
and below, you have to move the Cobra 
rapidly in every direction to stay alive. 

• Check the game's sub-screen often. 
You not only receive messages there 
and can change armor and weapons, 
but you can also take a break and decide 
how to handle certain enemy attacks. 

• When reaching a new stage of the 
game, try shooting a variety of build¬ 
ings and objects to find where the un¬ 
derground tunnels are hidden. It may 
take more than one hit to reveal them. 

• Use Continue mode to continue a 
game from where your last helicopter 
was destroyed. But you'll get farther if 
you stay alive, build your weaponry 
and armor, and proceed cautiously. 


SCREENS SHOWN 

| j | The Cobra can pivot up and down 
quickly to shoot oncoming enemy heli¬ 
copters and ground-based attackers. 

2 The Select button reveals the sub¬ 
screen. As you move through the game, 
systems increase in speed and power. 

—^—I As you fly near hostages, they will 

- appear and your rope or ladder will 

automatically drop so they can board. 

| ^ | In the games's first stage, Sumatra, 

blast the top off this building to enter 
the enemy's underground fortress. 

|—g—| Pillboxes and stone fortresses like these 
- are defended by more than one sol¬ 
dier, gun position, and helicopter. 

|—g—| In an underground fortresses, blast 

- your way through the walls and past 

the heavy cannons and tanks. 
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TWO WAYS TO WIN IN THE RING... 
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FLYING DRAGON: 
THE SECRET SCROLL 


What separates Flying Dragon from 
other martial arts games is that it actu¬ 
ally gives players lessons on fighting 
techniques along with the usual compe¬ 
tition against hordes of deadly enemies. 

You are Ryuhi, a kung-fu apprentice 
to the grand master, Juan. Your master 
developed the kung-fu skills known as 
Hiryu-no Ken, which he wrote down on 
secret scrolls. Those scrolls have been 
stolen by Tusk Soldiers. You must study 
Hiryu-no Ken and try to recover the 
scrolls. 

Your quest begins with a treacher¬ 
ous journey in which you will take on 
many of the strongest kung-fu masters 
in the country. But each time you defeat 
Go Hayato, Hearn the Mongol, or Min- 
Min, you'll earn a scroll for a power-up 
(an increase in your power). 

When you complete the first jour¬ 
ney, you'll enter training with Juan. He'll 
tell you how to punch and kick with 
your controller, and how to guard your¬ 
self from an enemy's attack. Listen to 
what he says, because if you fail in your 
first combat, you'll have to repeat the 
lesson. 

From this first lesson, you'll have to 
take more journeys and enter into in¬ 
creasingly difficult combats, culminat¬ 
ing in a World Tournament. 

Culture Brain 
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HINTS & TIPS 


• During the journeys, hit the dragon 

F 

statues to win valuable items, including 

i 

dragon scales, money bag£, water of 

1 

strength, and one-up powers. 

R 

S 

• Before you take on the Tusk Sol¬ 

T 

diers, you'll need to raise the level of 


Hiryu-no Ken. Otherwise, you won't be 


able to find the soldiers' true identities. 

L 


O 

• Locate cosmic balls to gain more 

o 

power. You'll work your way through 

K 

dragon levels—blue, red, purple, green. 

white, and king — for every ball you 

s 

have. 


• Memorize the different attack meth¬ 


ods and the different combinations on 


the controller that work the moves. With 


practice, the moves will come easily. 



SCREENS SHOWN 

—;— Don't forget to punch the dragon 

- statues in the journeys. The items 

they hold will keep your strength up. 

—^—I When you have defeated enough 

-' enemies and earned enough strength, 

the door will open and you'll exit the 
journey. 

—~—I As Juan teaches you attack methods, 
———^ dots will appear on you and your 
opponent to pinpoint the next attack. 

|—^—| Between the one-on-one combats are 

’- ' journeys. The powerful items you 

find will appear at the top of the 
screen. 

—=— Combats get more difficult as the 
——— game progresses. You now have 
power-up punching and kicking, and 
the cosmic saucer weapon. 

I— -r — Arriving at the World Tournament 
'——— only means you have many, many 
fighters left to defeat. 
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FRIDAY THE 13TH 


You've come to beautiful Crystal Lake 
for a nice, easy summer job as a camp 
counselor. But Jason is back on the prowl, 
looking for fresh victims. You and the 
other counselors must stop him, but the 
only thing he fears is fire. And the only 
weapon that can kill him is a pitchfork. 

Hide your children inside a distant 
cabin and station counselors close by for 
protection. Then you and the other 
counselors can search the woods, lake, 
and cabins for Jason. But the killer has 
deadly allies, including zombies, wolves, 
evil crows, and the gruesome severed 
head of his mother. 

You can stick with the same charac¬ 
ter until events make it important to 
switch to another counselor. You can 
pass weapons or make use of objects 
you have found during your search. 
Some of the objects will provide clues, 
some will cure wounds, and some will 
be useful in fighting Jason or your other 
deadly foes. Remember to start a fire in 
any fireplace you find so you can light 
torches and scare Jason. You'll need to 
work fast because, until you locate some 
real weapons, you're armed only with a 
supply of rocks. You'll also have to 
prevent Jason from going after the chil¬ 
dren by rowing to their rescue across a 
lake that only looks peaceful. Better hurry, 
because night is coming soon... and Jason 
really likes the night! 

LJN 
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HINTS & TIPS 


• The counselors have different 

F 

strengths and weaknesses. Some are 
stronger than others, some faster, and so 

1 

on. Keep the slower ones around the 

R 

lake to guard the children. 

S 

• Faster counselors should comb the 
woods looking for weapons. They can 
then pass them around. The woods are 

T 

safest during the day, when there are 

L 

zombies but no wolves. 

0 

• You'll hear a warning if another 
counselor is being attacked. Then you 
can choose either to help or to become 

0 

K 

that counselor and fight the enemy 
yourself. 

• Besides the other weapons you can 
find in the woods, there's a sweater 
belonging to Jason's mother. He'll rec¬ 
ognize it, and won't harm anyone who 
is wearing it. 

S 


SCREENS SHOWN 


Early in the game, counselors are 
armed only with stones — a weak 
weapon. Search for other weapons in 
the campground. 

Explore the woods around Crystal 
Lake for weapons, vitamins, and 
messages. 


n\ 


In the caves, there's a secret room 
where Jason hides his weapons. It's 
guarded by wolves, though. 


Once all the counselors are well armed, 
you can start hunting Jason instead of 
hoping he won't find you. 




Even the lake is not safe. The water 
can hold zombies (or even Jason), 
and the crows are dangerous. 


Jason's mother's floating head guards 
his cache of weapons. You can pick 
them up — if you defeat her first. 
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GALAGA: 

DEMONS OF DEATH 


If there was ever a classic quarter- 
gobbler, it was the arcade version of 
Galaga. In the game, you're attacked by 
endless formations of alien spaceships. 
During the early levels, a quick trigger 
finger is usually sufficient to blast the 
screen clear, particularly if you hit the 
enemy attackers in their tight forma¬ 
tions. Later levels are more deadly be¬ 
cause the enemy ships come right at 
you. 

Challenge screens appear between 
levels as well. If you position your fighter 
in the right part of the screen, you can 
usually bag the whole squadron and 
obtain hefty bonus points. But keep in 
mind that Boss Galagas require two hits 
to destroy and that their tractor beams 
are turned on and off at random. 

One feature which made the arcade 
version so popular was doubling your 
firepower by retaking a captured fighter 
from a Boss Galaga's tractor beam. It 
was a great way to rack up huge scores, 
and you can do the same thing with the 
NES version. Most players willingly 
sacrifice one of their fighters in order to 
reclaim the ship later for extra firepower 
—just make sure the tractor beam doesn't 
capture your last fighter. 

Don't get so absorbed in waiting for 
a tractor beam that you miss seeing a 
sneak attack coming down the edge of 
the screen. If you can succeed in freeing 
one of your captive fighters, you'll re¬ 
ally sweep the screen with firepower. 
Bandai 
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HINTS & TIPS 

• In the first challenge level, try to line 
up near the center of the screen so you 
can hit all the fighters as they attack in 
straight vertical lines. 

• Enemy formations jump left and right 
in small hops. Keep your hit-miss ratio 
high by gauging the distance between 
formations so you don't shoot between 
the lines of ships. 

• If you get caught in a tractor beam, 
use your next fighter to try to release the 
captured fighter by destroying the Boss 
Galaga at that level. 


• When you have managed to free a 
captured fighter, you'll get to use them 
both until one is destroyed. Use the dual 
fighters to rack up huge scores. 


SCREENS SHOWN 

—j— Try to hit waves of attackers as they 

- curve up and away from you. They'll 

swoop down on you if not destroyed. 

— 2 — You'll quickly discover that Boss 

- Galaga fighters have tractor beams 

like this that can trap your fighter. 

—^—I In the challenge stage, use these twin 

-‘ fighters to battle your numerous 

Galaga enemies. 

|—^—| Try to destroy ships on either or both 

1 - 1 sides of the screen to clear an area 

where you can "hide" from the ene¬ 
mies. 

—~— The challenge stage is a chance to 

- increase your score. The number of 

hits you make determines your bo¬ 
nus. 

— ~r — Later in the game, individual attack- 

- ers will break from the waves and 

dive at you. 
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GAUNTLET 



The Sacred Orb of the land of Ren- 
dar has been stolen by Morak, an evil 
demon who has also plundered the 
country's treasury. In this role-playing 
game, you can choose to be any of four 
adventurers and try to recover the Orb 
and Rendar's wealth. 

ThOr is a mighty warrior; Thyra, a 
brave Valkyrie; Merlin, a great magi¬ 
cian; and Quester, a quick elf. Each 
character has individual strengths and 
weaknesses. Thor has stamina but is 
slow, whereas Quester is very fast but 
cannot stand up to enemy fire. 

No matter which character you 
choose to portray, there is an almost 
impossible mission waiting. Morak has 
hidden the Orb so carefully that dozens 
of mazes must be solved first. And each 
maze is filled with ghosts, demons, and 
evil magicians. There are perils in the 
form of acid puddles, locked walls, 
deadly potions, and stun floors. But 
there are also helpful items to be found, 
such as transporters, food, treasure 
chests, and keys. 

You have to get through 100 mazes 
in five different worlds before your 
gauntlet is complete. There are pass¬ 
words to help you on your quest, and if 
you solve the "?" rooms, you'll earn 
parts of the combination to the final 
room, the room in which Morak has 
hidden the Sacred Orb. 

Tengen 
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HINTS & TIPS 

• Sometimes you'll find yourself stuck 
in a "loop," going back through the 
same three or four rooms. Look for a 
different path or exit to try to escape. 


F 

I 

R 

S 


• If you want to start halfway through 
the game, use these passwords: Thor, 
BC3-SY9-ISS; Thyra, NRF-TTU-NR7; 
Merlin, UTL-DST-LGT; and Quester, 77F- 
TA1-NLS. 

• The strength potions, unlike the bowls 
of food, will be destroyed if you shoot 
them. These potions often lie in the line 
of fire, too, so make sure you don't shoot 
them accidentally. 



• You have two choices when playing 
with another person. You can choose 
compatible characters and work together, 
or you can choose opposing characters 
and compete. 


SCREENS SHOWN 

—|— The exit from the first room is in the 
- upper left, but you can explore with¬ 
out being too badly threatened by 
enemies. 

— 2 —I Move counterclockwise in room nine 
- ' to find the exit. Don't try to kill every¬ 
thing. Just destroy the enemy genera¬ 
tors. 

—^— The treasure rooms get more difficult 

- to complete as the game goes on. 

You'll probably have to try them more 
than once. 

— 2 —I When trapped by a black demon, dart 

-■ up and away from it. Before long you 

can pass over the demon, or it will 
disappear. 

—=—I You have a time limit in room 70, so 

-' don't waste any time. There are also 

invisible locked walls to worry about. 

—2— You'll find treasure, potions, and exits 
——— in locked chests, but sometimes you'll 
be surprised by a demon. 


35 



















































































GHOSTBUSTERS 


Things are hopping over at the Temple 
of Zuul. Gozer has put out the word to 
every slimer, spook, and spectre in New 
York, and they are all gathering at Zuul's. 
If somebody doesn't stop them, our way 
of life is doomed. Who ya gonna call? 
Ghostbusters, that's who! 

Even though the ectomobile may be 
fully loaded with vacuum-suckers, ghost 
alarms, and sound generators, you'll 
have to be careful driving from one 
haunted location to another. Time is 
short, but if you speed, you'll crash into 
other cars. And you have to pick up the 
oil drums or you'll run out of gas. You 
can't waste your money on towing bills 
or car repairs. When you're on the street, 
watch for roamer ghosts. They can mean 
a few easy bucks. 

Search the city for haunted build¬ 
ings, then sweep up the ghosts in your 
traps to earn money for better equip¬ 
ment. Then go to the Temple of Zuul, 
where the real ghost-busting action 
begins. Start on the ground floor and 
work your way to the roof, where Gozer 
is waiting for you. Outside, in the streets, 
you can hear the approaching footfalls 
of the monstrous Marshmallow Man. 
Are you ghostbuster enough to finish 
off Gozer before you get turned into a 
sundae topping? 

Activision 
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HINTS & TIPS 

• When you're arming your ectomo- 
bile, buy two capture traps instead of 
just one. You'll only have to go back to 
Ghostbuster Headquarters half as often, 
so you'll save time and money. 

• It's not worth investing in a ghost 
alarm to be able to spot the ghost-in¬ 
fested buildings on the map. They'll 
turn red when you pass them, even if 
you don't have an alarm. 

• When you set up a trap, move the 
ghostbusters far apart, then bring them 
together as they collect ghosts. Ghosts 
just above the beam will get caught, too, 
when you close the trap. 

• Before you enter the Temple of Zuul, 
you should restock your ectomobile. Your 
supplies should include ghost food and, 
if you have enough money, anti-ghost 
suits. 
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SCREENS SHOWN 


Don't spend too much time exploring 
the map because it will add mileage to 
your travels on the street. 

It's best to stock your ectomobile with 
a capture beam, two capture traps, 
and a ghost vacuum. 

Don't forget to pick up fuel drums. If 
you have to be pushed to the gas sta¬ 
tion, you'll waste time and money. 

Set up your trap when you arrive on a 
site. You can move the ghostbusters to 
catch as many ghosts as possible. 


If you can catch the roamer ghosts 
while you're on the road, you can earn 
some extra money easily. 


UD 


Once you've entered the Temple of 
Zuul, you still have to climb 22 flights 
before you can meet Gozer. 
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IRON TANK 


It's D-Day and the Iron Snake com¬ 
mandos are leading the invasion. You've 
been assigned to command one of the 
new Iron Tanks, a vehicle that bristles 
with firepower. 

You'll need every weapon, too, be¬ 
cause you'll have to battle your way 
through the enemy force of armored 
trains, infantrymen, minefields, giant 
bombs, computerized tanks, strafing 
fighters, and lurking submarines. You'll 
also want to rescue any prisoners you 
find. Some of them might give you vital 
information about your main mission. 

There are several different routes 
you can take, all shown on your cam¬ 
paign map. You'll also acquire pass¬ 
words at various places which let you 
start your next game at a later stage. 

It takes a lot of energy to fight this 
kind of battle. No matter how many 
energy marks you find, you'll still do 
better once you learn what targets are 
worth fighting and which ones you can 
safely ignore. 

You also have to master the trick of 
rotating your turret quickly and effi¬ 
ciently by using your control pad. You 
need to hit some tanks several times in 
order to knock them out. The same thing 
is true of armored trains, which are fast 
and heavily armed. 

SNK 
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HINTS & TIPS 

• Write down all the passwords you 
get at the end of each game. Soon you'll 
have a list of passwords that will let you 
start a game almost anywhere you wish. 

• Some messages you receive in Iron 
Tank are not helpful (except in a general 
way to warn you of something coming). 
Pay less attention to messages, and more 
attention to who attacks and when. 

• Be careful when your energy drains 
down to a level at which your Iron Tank 
begins to change color. Even rifle shots 
from infantry can destroy you then. 

• You will get higher scores faster if 
you practice moving the tank turret with 
the B button. This is tricky, since the B 
button also controls the machine guns. 


F 
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SCREENS SHOWN 

|—|—| Shoot infantry officers when you can. 

1 - 1 They will turn into V marks that will 

give you rapid firing power. 

—2— The subscreen shows your position 

- on the map as well as your levels of 

weaponry. 

I—~—| Try to find and pick up ? symbols. 

' -* They can be used as very powerful 

explosives. 

|—^—| You can sometimes get valuable in- 
*-* formation when you rescue prison¬ 

ers. Blow open the doors. 

I—=—| Use Password 4953481 to move to 
■-■ this power station. Avoid the electri¬ 

cal current. 

I— -v —| When you come to bridges and is- 
*———‘ lands, watch out for attack boats and 
subs as well as tank ambushes. 
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JACKAL 

You're at the wheel of an all-terrain 
attack jeep, fighting to free prisoners of 
war held captive in Vietnam. As you 
advance through six different levels of 
combat, you must free as many prison¬ 
ers as possible and get them to special 
helipads, where helicopters will carry 
them to safety. 

You start the game with a machine 
gun and grenades. You must knock out 
enemy infantry, tanks, cannons, bomb¬ 
ers, attack submarines, sniper rafts, and 
other deadly enemies. But as you free 
prisoners (and stay alive!), you will earn 
bazookas and even additional jeeps. 

You can play Jackal as a one-person 
game, or you can team up with a friend 
and have two attack jeeps working to¬ 
gether. Either way, you've got to be 
quick on the trigger and a skilled driver. 
There are several different kinds of tanks, 
and some require more than one shot to 
destroy. Bazooka-carrying enemy troops 
are easy to defeat, but you've got to be 
careful that they don't shoot you first. As 
you get farther into the game, your at¬ 
tackers grow stronger, faster, and greater 
in number. 

Jackal is a game that requires more 
than shooting everything in sight. To 
really play well, you have to rescue the 
prisoners and get them to the helicop¬ 
ters. Every time your jeep is destroyed, 
some of the prisoners are killed, and 
you have to round up the rest. 

Konami 
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HINTS & TIPS 

• You may uncover hidden stars when 
you set off a grenade or bazooka shell 
near them. If you see one (usually near a 
screen edge), blow it up and all your 
enemies on that screen will be destroyed. 

• Most enemies show up at the same 
place in each game. Learn their pat¬ 
terns. Then destroy them just as they 
begin to appear. Use this on the power¬ 
ful attackers near the end of each level. 

• Your machine gun always fires north 
(toward the top of the screen). So plan 
your attacks against rows of infantry by 
sweeping left and right across the screen 
and clearing them away. 

• There are some strange-looking ene¬ 
mies — including heads that shoot mis¬ 
siles from their mouths. On a new level, 
fire a few shells at anything that might 
be an enemy, just to be safe. 


SCREENS SHOWN 


Free the men in these to receive mis¬ 
siles for your attack jeep, instead of 
the grenades you begin with. 

Blow holes in these barracks to free 
prisoners. For high scores, get as many 
prisoners as possible to the heliport. 

At Checkpoint Alpha, cross the bridge 
first and then blow up the boats in the 
water. You'll have a better firing angle. 

Before unloading your prisoners at 
the heliport, check for enemy tanks or 
infantry hiding just off the screen. 


The bridges at Checkpoint Charlie can 
be traps. Enemy ships and tanks at¬ 
tack. Move fast and keep shooting. 

This is Checkpoint Zulu, the last of the 
six enemy territories you have to fight 
through. 






































JOUST 

Joust is a classic arcade game in which 
you guide a knight on a flying ostrich, 
jousting with enemies who are also on 
ostriches. Sounds crazy, but it is one of 
the all-time great videogames. 

You have to press the A or B buttons 
rapidly to keep your ostrich flying. But 
you also have to be extremely sensitive 
with the controller pad, or your knight 
and his ostrich will be skidding and 
bouncing all over the place. It takes a 
few minutes to get used to the move¬ 
ments of the ostrich. Once you do, you 
have to keep your knight flying high so 
he can bounce on top of his enemies. 

If another ostrich lands on top of 
your knight, you lose a life. And if an 
enemy lance hits your knight or ostrich, 
that also costs a life. 

There are waves of enemies that come 
at you, each one a little tougher or greater 
in number than the last. If you stay too 
long on one level, the dreaded ptero¬ 
dactyl will come swooping across the 
screen to do you in. As you knock off 
some enemy flyers, eggs will pop onto 
the screen. You can fly into them for 
extra points. But if you wait too long, the 
eggs will hatch and new ostriches will 
come out to pick up the newly hatched 
riders. 

This is an excellent version of the 
classic Joust. Hal America has also re¬ 
leased two good versions of other clas¬ 
sics, including Defender II and Millipede. 
Hal America 
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HINTS & TIPS 

• Learning to time your attacks is very 
important if you want to stay alive in 
Joust. It takes a moment to reverse direc¬ 
tion, so practice your flying. 

• When enemy ostriches are on the top 
level, it's sometimes difficult to get above 
them. Try dropping down to the next 
level, and they will eventually follow 
you down the screen. 

• You can get rid of a couple of ene¬ 
mies quickly on each screen by hover¬ 
ing just above where they first appear. 
As soon as they come on screen, drop 
onto them before they can fly. 

• After the first stage, the bottom level 
is bordered by molten lava. You can 
chase enemies toward the lava, and a 
hand will sometimes pull them down 
below the surface. 
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SCREENS SHOWN 


Try not to be on a platform when 
enemy ostriches first appear. They 
can pop up where you are standing. 

Build your score fast by hitting ene¬ 
mies early in each round. Don't wait 
too long to knock off your attackers. 

Enemy riders hatch from eggs unless 
you collect the eggs first. Once they've 
hatched, ostriches pick them up. 

There's a hand in the burning lava 
that can grab you or your enemies. 
Push the A button to try getting away. 

Eggs will sometimes bounce into the 
lava. Don's swoop too close to get 
them, unless you're a smooth flier. 


The pterodactyl appears if you stay 
too long on a level. It will disappear 
when you clear the screen of enemies. 


43 



































KUNG FU HEROES 


Polish up your martial arts skills, 
because they're really going to be tested 
by Kung Fu Heroes. The lovely Princess 
Min-Min has been kidnapped. As Jackie 
or Lee, your mission is to make your 
way through 32 rooms leading to the 
prison where Min-Min is being held. 
And each room is filled with kung-fu 
terrors. 

You'll have to punch out karate 
champs, flip over acrobatic assassins, 
and handle a horde of creatures the likes 
of which you've never seen. You can 
work alone, or join with a friend for 
twice the fighting power. 

There's more to this game, though, 
than just kicking the opposition silly. 
Each room contains a maze of blocks. 
Hit them and you'll find bags of money, 
increased power, or energy packs. There 
are also hidden keys that open under¬ 
ground bonus rooms. If you enter one of 
these secret rooms, you have 30 seconds 
to collect energy packs and hit as many 
brown balloons as possible for bonus 
points. 

As you get closer to the heart of the 
map, escaping from rooms becomes 
more difficult. Blocks open up to swal¬ 
low you, your ninja enemies start carry¬ 
ing pitchforks, and strange foes with 
deadly teeth and talons appear. It's a 
fight to the death, but — hey — you're a 
kung-fu hero! 

Culture Brain 
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HINTS & TIPS 

• There's a one-up symbol (for an ex¬ 
tra life) in the first room, hidden in the 
bottom rock on the right side of the 
screen. 


• The first room also contains a secret 
tunnel. It's to the right of the exit, under 
the rock closest to the door. Hit the rock 
to get a key, then go into the bonus room. 

• You'll find that some of the blocks 
can be moved with a punch. Remember 
where they are, and knock them into an 
enemy for an easy 500 points. 

• In some of the later rooms, blocks 
open and close. Try to push your ene¬ 
mies into them, but be careful not to fall 
into the holes. 



SCREENS SHOWN 

j Stay in the first room long enough to 
get a feel for punching and jumping. 

2 The best way to defeat a crowd of 
enemies is to sneak up behind them. 
It's not polite, but it works. 

2 Don't get caught in these boxes. You 
can't get out of them quickly if some¬ 
thing deadly is coming. 

If you can find secret tunnels, you will 
earn extra points in the bonus rooms 
by punching the brown balloons. 

—g— This big walking walrus is danger¬ 
ous! He can be avoided, but you get 
3,000 points each time you hit him. 

—g— Don't search for secrets in pools. Your 

- hero has many good qualities, but he 

can't swim. 
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LEE TREVINO’S 
FIGHTING GOLF 


Since the Japanese have developed 
an intense passion for golf, it is no sur¬ 
prise that they have created a Nintendo 
golf simulation as challenging as this 
one. 

The key to playing the game well is 
the A button on the control pad. How 
often, how hard, and how quickly you 
push the A button determines the type 
of shot you make, as well as its accuracy 
and power. The control pad becomes a 
kind of golf club, in fact, because if you 
release the button too late, or too early, 
you can hook, slice, or fall short. 

Also, putting is as crucial in this game 
as it is in real golf, and you must learn 
how to hit the A button quickly and 
lightly to keep from overshooting the 
cup. 

Every other aspect of a real champi¬ 
onship game is here, as well. You have to 
choose the right club, chip onto the 
greens, and sometimes blast your way 
out of a sand trap. The speed and direc¬ 
tion of the wind also play a part, and 
there are plenty of challenging hazards 
on the course. You can play on two 
different courses, one American and one 
Japanese. You can plot your game strat¬ 
egy by viewing each hole from tee to 
cup, or by zooming in for a closer look at 
the fairways and roughs. 

A practice mode enables you to pol¬ 
ish your skill. You can choose your in¬ 
game character from a menu of four 
very different golfer-types, each one with 
his or her own weaknesses and talents. 
SNK 
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HINTS & TIPS 

• The Stat Scoreboard tracks shots for 
all players. This is helpful in stroke play 
mode when you're playing with others. 
Look at each hole, as well as the total, to 
find a winner. 

• To really putt well, you have to learn 
to read the slope of the greens, just as 
real golfers do. A quick release on the 
controller is the trickiest part of putting. 

• Your player will get angry when a 
ball falls into the water. Water shots are 
among the most costly, and the hardest 
to avoid. Try to hit around the water 
rather than over it on some holes. 

• Remember, the game will suggest 
which club you should use. But that may 
not be the best one for your particular 
golfer. Experiment with different clubs. 
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SCREENS SHOWN 

—j— Aim your shots with the white cross. 

You can make allowances for the 
hazards and the wind. 

—2— Different players have individual 

- strengths and weaknesses. Play as 

each golfer until you find a favorite. 

—2— You'll have on-screen instructions and 

- a map of each hole to help you plan 

your shots. 

—^— With 194.4 yards to the green, the 

- game suggests you use a 1 Iron. Make 

your own choices as you improve. 

—g—| Hitting out of a bunker is tricky. Use a 

- 1 sand wedge and practice until you 

can hit the ball just right. 

—g— Putting takes practice, too. The bar 

- chart will tell you how hard you're 

hitting the ball. 
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THE LEGACY 
OF THE WIZARD 


In ancient times, an evil dragon ter¬ 
rorized the countryside until it was 
captured by a powerful wizard and 
imprisoned underground. Now there 
are signs that the dragon is about to 
return. A woodcutter's family is espe¬ 
cially concerned, for the old wizard was 
their grandfather. Now they must locate 
the great sword, DragonSlayer, which is 
the only weapon capable of slaying the 
beast. But DragonSlayer is not only 
hidden in a vast underground dungeon, 
but is also protected by four hidden 
crowns (not to mention a horde of 
monsters). 

You control each member of the 
woodcutter's family, including the 
family pet Pochi, who is actually a 
friendly monster. Select which charac¬ 
ter you want to play (different charac¬ 
ters have different strengths), then equip 
your character with up to three different 
special items, such as weapons, elixirs, 
or magic gloves. Each character has dif¬ 
ferent abilities, so eventually you will 
want to use each character in a part of 
the dungeon where his or her skills will 
be most useful. 

You'll encounter many different 
kinds of enemies in the dark under¬ 
ground, but don't despair. When mon¬ 
sters are killed, they often leave behind 
valuable items, such as potions, keys, 
and magic scrolls. And once you have 
mastered the dungeon's secrets, Dragon¬ 
Slayer will be yours! You can kill the 
dragon, if you are wise and brave 
enough. 

Broderbund 


48 
































































































































rm 

mm 


m 


nmi ” 



HINTS & TIPS 

• You may return to the family's house 
as often as you like to switch characters. 
Work with different ones until you find 
out what their individual strengths are. 

• You can save your progress by get¬ 
ting the password from Grandma. Give 
it to Grandpa the next time you play, 
and you'll be able to continue from where 
you left off. 

• Staying at an inn costs ten gold pieces, 
but restores both life and magic. You can 
also exchange carry-along items when 
you leave the inn to rejoin the game. 

• The hardest part of the game is the 
area where you solve puzzles by mov¬ 
ing blocks. Some of the puzzles are dif¬ 
ficult. Try moving the blocks in different 
combinations. 


SCREENS SHOWN 

1 

The treasure chests may contain elix- 
irs, magic bottles, crystals, power 
boots, or other valuable items. 

2 

In the shops, you can buy the items 
you need to find DragonSlayer. You'll 
need lots of gold to make a purchase. 


Find a cross, and all the monsters will 
die, but only for seconds. Hurry to 
pick up the items they leave. 

m 

If your "life" factor becomes low, go 
back and trade characters or stay at an 
inn. 

5 

You should make a map as you travel 
in the dungeon. It's a complex place, 
and you don't want to get lost. 


Watch out for the white block on the 
right. You should jump over it. Touch¬ 
ing it will sap your strength. 
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LEGENDARY WINGS 


Twenty thousand years in the future. 
Earth is ruled wisely by a supercom¬ 
puter, DARK, and weapons have almost 
vanished. But then, without warning, 
DARK malfunctions and becomes a 
tyrant, filling the land and sky with robot 
warships and mutant monsters that 
guard its underground base. 

Mankind's only hope is two winged 
warriors — armed with Earth's last 
weapons — who soar aloft in search of 
DARK's hidden fortress. As one of the 
legendary winged warriors, you must 
battle through swarms of floating mines 
and other perils. You must also avoid 
the gaping mouth of the Giant Head, a 
hideous stone face guarding the en¬ 
trances to DARK's underground bases. 
If you get too near, the Giant Head sucks 
you into deep caverns crawling with 
deadly monsters. 

Power pick-ups can help you greatly. 
Pick up one item and double your laser 
firepower. Pick up two consecutive items 
and you get a penetrator, which de¬ 
stroys enemy vehicles and triples the 
amount of damage you can do. Pick up 
three items, and you get a flame shot, 
which wipes out enemies in three direc¬ 
tions at once. Pick up four items, and 
you become a super-powerful Firebird, 
able to withstand direct hits. 

Capcom 
















HINTS & TIPS 

• Power-ups (actions that increase 
your weaponry and defenses) give you 
more strength and firepower, but if 
you get hit during a power-up, power 
drops (unless you're a Firebird). 

• Don't waste your time trying gun¬ 
fire on the second wave of targets. 
Gunfire won't hurt them — use your 
missiles. 


• If you destroy certain targets on the 
ground, a whirlpool will appear. If you 
can make contact with it, you'll enter a 
bonus stage. 

• The Firebird is the most powerful 
thing you can be. It can withstand two 
direct hits from the enemy, and its shots 
are four times as powerful as normal. 


SCREENS SHOWN 

i 111 

It you can pick up three power-ups, 
you'll get a flame-shot to use against 
scattered enemies. 

2J 

Knock out these floating mines and 
you'll have an easy shot at the first 
pick-up item. 

If you get touched by these poison gas 
clouds, you'll be sucked underground 
to almost certain death. 

3J 

L4J 

Horizontal scrolls are more deadly 
than vertical ones, but they do contain 
power-up items. 

Button A shoots missiles, but only on 
vertical screens. Use Button B on 
horizontal screens. 

Two can play simultaneously. Doing 
this improves firepower and lets you 
plan strategy. 

L5J 

6J 
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LIFE FORCE 


The setting for Life Force is a bit dif¬ 
ferent: You fly and fight inside the diges¬ 
tive system of a vast alien entity, Zelos. 
This creature eats whole solar systems! 
Unless you want your planet to be break¬ 
fast cereal, you've got to take the con¬ 
trols of your Vic Viper starship, fly into 
Zelos, and destroy its heart. But first you 
have to conquer hundreds of parasite 
monsters and face deadly obstacles — 
everything from giant floating brains to 
armed volcanos. 

You can play Life Force alone or with 
a friend at your side, piloting the Space 
Destroyer. Either way, though, you'll 
have to get through six Terror Zones, 
and each one is a different kind of threat 
or challenge. Some of your opponents 
will multiply as they draw near. Others 
represent less obvious, but equally 
deadly, threats. 

Your only hope is quick reflexes and 
a good supply of power-up items. These 
objects come in a wide variety, includ¬ 
ing extra ships, force fields, plutonic 
lasers, and ripple lasers. The more power 
pods you gobble up (while you're not 
dodging giant evil hands, poisonous 
cells, and fire creatures), the better your 
chances. 

Never let your guard down, though, 
because some of your deadliest enemies 
are the ones that just lie in wait, hoping 
for you to make a mistake. 

Konami 
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HINTS & TIPS 

• Success in Life Force — especially in 
early rounds — depends on learning the 
patterns of the different enemies. Avoid 
them or destroy them, but know what 
lies ahead. 

• When you enter the area with the red 
walls, don't move too fast or too slow. 
With the walls closing in, the wrong 
speed could be mean disaster for your 
space fighter. 

• In the volcanic stage, try to shoot 
away the guns that stick out of the rock 
before you get too close. But remember 
to watch for the streams of lava. 


• To start out the game with 30 ships 
instead of 3, press up-up-down-down- 
left-right-left-right-B-A-Start when the 
title screen appears. 


SCREENS SHOWN 

LU 

In the cell zone, things seem to 
grab your fighter. The walls and grasp¬ 
ing arms have predictable attacks. 

m 

You have to thread your way through 
these curved spikes. Learn the pat¬ 
tern, and travel will be easy. 

L_3J 

Stay on a straight line and shoot your 
way through this web. Find the pat¬ 
tern of the rock clusters ahead. 

L_4j 

The brain-like Golem is one of the five 
Mayors you have to destroy. Fire at 
the eye and he'll blow up. 

L_5J 

As you shoot your way through here, 
the walls will close in behind you. 
(Don't get claustrophobic.) 

L_6J 

In the volcanic stage, your biggest 
threat is the molten lava spit out by 
the volcanos. 
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MAGMAX 


Centuries in the future, a highly 
advanced alien civilization has invaded 
Earth. The aliens don't want to destroy 
Earth, but rather to share their advanced 
technology with us. Before they leave, 
they build a huge dragon-like computer 
known as Babylon to control the planet. 

Unfortunately, Babylon begins to 
malfunction and finally to kill human 
beings. To retaliate, the people build a 
huge robot they call MagMax. Designed 
in four parts, MagMax has a center core, 
a head, legs, and a wave beam gun. 
When fully formed, he is a strong oppo¬ 
nent. 

He'll need all his strength to defeat 
the 30 different kinds of alien foes Baby¬ 
lon has sent to destroy him. MagMax 
will be attacked by revolvers, missile 
fortresses, flying boats, and under¬ 
ground volcanos. There are four stages 
to complete: forest, desert, sea, and auto¬ 
mated city. The sea area is underground 
(as is Babylon), but MagMax can travel 
from the planet's surface to the sea by 
using a gray "warp hall." Only by com¬ 
pleting all the levels will MagMax be 
able to face his toughest battle — a fight 
to the death with Babylon. 

FCI 
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HINTS & TIPS 

• When MagMax has all his four parts, 
he can shoot triple bullets. Not many 
enemies will be able to withstand his 
attack. 


• In addition, the full robot will with¬ 
stand great enemy fire. For each hit, a 
piece of the robot will drop off and 
explode. But other parts are found lying 
around. 

• Many of the obstacles you'll find are 
motionless and don't fire any weapons. 
You can either avoid things like these 
"investigation fortresses," or destroy 
them for points. 

• Some of your enemies — especially 
those underground — will attack in 
distinct patterns. You can avoid or de¬ 
stroy them if you recognize their pat¬ 
terns. 



SCREENS SHOWN 


MagMax as a whole robot has tre¬ 
mendous firing power, but loses 
power with every body part he loses. 

Above ground, MagMax's wave beam 
can easily destroy obstacles like this 
revolver. 

If you can spot the pattern for the 
enemy Speeder (a winged mobile 
armor ship), you can destroy it. 

You get bonus points for destroying 
the multi-headed gun that shoots these 
black bullets. 


The volcanos are dangerous if you get 
caught above them, but you can usu¬ 
ally tell when they're going to erupt. 

Your final foe is the dragon computer 
Babylon. Destroy its three heads and 
win the game. 
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METAL GEAR 


You'll need stealth and strategy to 
succeed in Metal Gear. Your mission is 
not just to do battle, but to infiltrate the 
secret strongholds of tyrant Vermin 
McTaffy. Once inside his warlike coun¬ 
try, you must find and destroy McTaffy's 
secret weapon of world conquest. Metal 
Gear. 

As you work deeper into enemy ter¬ 
ritory, through jungles, mazes, and other 
challenging terrain, you get promoted 
by liberating the prisoners you encoun¬ 
ter. Certain types of powerful weapons 
will not be made available to you until 
you have earned enough stars to qualify 
for them. 

You'll be in radio contact with your 
headquarters. If you make proper con¬ 
tact (on the right wavelength and from 
the right location), you'll get extra weap¬ 
ons and special equipment for your 
mission. Sometimes you can sneak your 
way past the guards or use deception to 
get out of a tight spot. But at other times, 
you will have to fight with everything 
you've got! 

The enemy soldiers are good, but 
they respond in very predictable ways. 
They even go to sleep on guard duty, 
which gives you a perfect chance to sneak 
up on someone (or something). But you 
can't be too careful. They may jump you 
without warning. Always be prepared 
to shoot straight and fast when entering 
or leaving a new screen or a building. 
Ultra 
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HINTS & TIPS 

• When you get through the clearing 
with the guard dogs on the first level, go 
straight down and then off the screen on 
the path to the right. 

• If you sneak into a truck or a building 
to look for weapons or other important 
objects, be very careful when you leave. 
You'll probably be attacked just outside. 


• When you encounter guards, wait 
until they turn away or go to sleep. Then 
sneak past them. Why risk your life in a 
fight if it's not necessary? 

• You can get a rocket launcher and a 
compass on the second floor of Building 
Two if you contact Jennifer. First, you'll 
have to earn a rank of four stars, though. 


F 

I 

R 

S 

T 

L 


SCREENS SHOWN 

j | Race through this clearing past the 
guard dogs with three quick presses 
of the control pad. 

2 | Orders and other information come 

through your transceiver. Check to 
make sure it's on the right frequency. 

g You can easily overpower a guard 
who falls asleep on duty, or you can 
sneak past while he's asleep. 

4 Binoculars, weapons, and other items 
are found in trucks and buildings 
throughout the game. 

g | Near a prison building, the enemy 
has spotted you. You can usually avoid 
fighting, but sometimes it's necessary. 

g | Try to sneak aboard the truck on the 
bottom right. It will take you to Build¬ 
ing One. 
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MICKEY 

MOUSECAPADE 


Your favorite Disney mouse and his 
girlfriend are about to start an adven¬ 
ture you'll never find in any cartoon! 
And you're the one who has to lead 
them through four dangerous levels to 
find a missing friend. 

You'll start out in the fun house. 
Your mice are totally unarmed until you 
can find the treasure chests that hold 
throwing stars. Then you can fight off 
the cats, spiders, and walking brooms 
that roam the levels of the house. But 
you'll still have to find a key to the exit. 
Unfortunately, it's guarded by a very 
nasty wizard. 

Next, you'll have an uncomfortable 
day at the beach. Mickey and Minnie are 
threatened by flying fish and gigantic 
waves, not to mention a hungry alliga¬ 
tor. Off in the woods, the two mice will 
have to work their way through all four 
seasons of the year before they can exit 
to the pirate ship. While on board, you'll 
have to keep Pegleg Pete from making 
Mickey and Minnie walk the plank. The 
last stage is a castle guarded by the witch 
from Snow White and the Seven Dwarfs. 

In short, there are enough threats 
and bonuses to keep Mouseketeers of all 
ages happy. 

Capcom 
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HINTS & TIPS 

• Shooting the light fixtures and walls 
in the fun house will leave behind bonus 
characters—cake and diamonds—that 
will restore your strength. 

• A crow will appear and kidnap 
Minnie. To rescue her, Mickey must find 
a key that begins a bonus stage. Statues 
will appear, and you have to jump on 
the right one. 

• You have to pick up Mickey's throw¬ 
ing stars before Minnie's. If you try to 
open her treasure chest first, you'll get a 
nasty surprise instead of a weapon. 

• There's a pattern to the things you'll 
find in the fun house. The same rooms 
always hold the same enemies, and the 
same chandeliers always fall. Remem¬ 
ber the patterns. 


SCREENS SHOWN 

j | Before you can exit the fun house, you 
have to get the key from the wizard. 


Try to enter the wizard's chamber 
with full strength. (You'll probably 
need it.) 

If you don't jump over the waves, 
they could pull Mickey and Minnie 
into the ocean. 

The doors in the trees will take Mickey 
and Minnie into another section of the 
woods, or even to another season. 

The skull-throwing pirates are not 
very nice, but they're better company 
than Pegleg Pete! 

The castle is your final battle, and the 
evil queen isn't going to make it easy 
for you. 
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NFL FOOTBALL 


When you play NFL Football, it's really 
like playing (and coaching) professional 
ball. You're the coach, the quarterback, 
the receiver, the linebacker, and the 
safety for any American or National 
Conference team you choose. 

You've won the coin toss and decide 
to receive the ball. Get ready for the 
kickoff, and the screen gives you an 
overhead 40-yard screen. You receive 
the ball and run it back to the 30-yard 
marker. The screen will switch to the 
scoreboard, where you'll choose the next 
play from more than a dozen possible 
moves, including slash right, flow weak 
pass right, or a 24 lead. You decide to 
risk an interception for a deep pass to 
one of your four receivers. Watch! The 
screen changes to a 15-yard close-up of 
the perfect reception. 

Ready to control your own team? 
There are also six packages from which 
you can select. Each of these teams is 
equal to any other, so you'll need to 
customize your package to upgrade the 
passing action, defensive line, or quar¬ 
terback. Be careful, though. Each up¬ 
grade means an increased chance of 
penalties and fumbles. 

LJN 
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HINTS & TIPS 

• Buttons on the control pad do differ¬ 
ent things on each of the three different 
screens: scoreboard, 40-yard, and 15- 
yard close-up. 

• Beginners should use passing plays 
rather than rushing attacks. But the 
defense against a passing offense is 
simpler than for a running game, so 
learn to mix the plays up. 

• Be an expert before customizing your 
team with options. Every upgrade means 
a change of three random penalties and 
two fumbles per game. Plus you get a 
tougher referee. 

• The player-controlled teammate 
automatically becomes the strongest 
player on the defensive line, no matter 
what his pre-determined power level is. 
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SCREENS SHOWN 

1 

Play an AFC, NFC, interconference, 
or Super Bowl game with one or two 
players (with or without a handicap). 

2 

Choosing different team packages will 
give your teams individual strengths. 

If you throw a long pass, you can 
watch the receiver all alone near the 
end zone about to catch the ball. 

3 

4 

After a big play, including sacking the 
quarterback, the scoreboard tells the 
story. 

The player on the bottom left is headed 
toward the left end zone after a long 
completed pass. 

Geometric symbols at each down 
distinguish the offense, defense, quar¬ 
terback, line, and backs. 

5J 
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1943 : 

THE BATTLE OF MIDWAY 


The enemy invasion fleet has clob¬ 
bered your fleet. All you've got left is 
one carrier and a P-38 fighter loaded 
with secret weapons. It won't be easy to 
repel the attack because the skies are 
swarming with Zeros, and the enemy's 
surface ships are packed with anti-air¬ 
craft guns. Use your first three power- 
up options to add to your offensive, 
defensive, or special-weapons strength, 
then start blasting your way to bonus 
power factors. Some weapons will give 
you added energy, some will help ward 
off enemy bullets, and some will multi¬ 
ply your firepower by as much as eight 
times. 

When the sky gets so thick with 
enemies that you have no room to 
maneuver, press the A button to un¬ 
leash the defensive power of lightning, 
cyclones, or tsunamis (tidal waves). But 
remember that once you get through the 
enemy's fighter cover, you still have to 
go after his surface ships, which throw 
up a wall of tracers at your plane. Use 
evasive action, good marksmanship, and 
special defensive weapons to strafe and 
knock out all the anti-aircraft guns on 
each ship. 

After you get a certain number of 
points, you can add more weapons or 
energy — and you'll need everything 
you can get, because you haven't even 
encountered the enemy's battleships yet! 
Midway is an air-sea battle with the same 
fast action as the arcade version. 
Capcom 
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HINTS & TIPS 

• You can use the B button for defen¬ 
sive blasts to clear away enemy planes. 
With the planes out of the way, you can 
concentrate on knocking out the ships' 
guns. 

• Like it or not, you're going to come 
face to face with heavily armed ships. 
Use evasive action and the B button 
defenses to tackle them. 


• At the end of some screens, pass¬ 
words appear at the bottom right cor¬ 
ner. Write them down. They allow you 
to start a game at that point of play. 

• Learn to time your moves so you 
shoot enemy planes as soon as they 
appear at the top of the screen. This 
gives you a bit more time. 


SCREENS SHOWN 

—j— Choose extra power-up factors be- 
fore you begin a mission. Find combi¬ 
nations you are comfortable with. 

—2— Enemy bombers are worth extra 

- points, but are hard to destroy. Watch 

out for their tail and turret gunners. 

—g—1 Destroy all red planes to get a POW 

- (power increase), then shoot the POW 

to get new weapons or more energy. 

—^— One of the power-up bonuses allows 

- you to fire in three directions at once 

for big points and enemy casualties. 

—g— Press the B button to unleash defen- 
- sive lightning bolts. 

—g— You must knock out all the guns on 

- every ship in order to pass to the next 

mission. 
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NINJA TARO 


Ninja Taro's ambition is to become a 
master ninja, but the way is long and his 
enemies are many. As Ninja Taro, you 
start off with only your skill, a supply of 
throwing-star daggers, and an occasional 
piece of advice from your master, the 
mysterious Monk. 

Ninja Taro's journey continues 
through hordes of Black Hoods and 
monsters, over grasslands, into caves, 
even underwater. After conquering all 
enemies, the little hero comes face to 
face with the Asura, his ultimate chal¬ 
lenger. And if little Ninja Taro wins, 
he'll become a true master. 

When you finish certain screens, you 
obtain new, more potent weapons than 
your throwing stars, such as a boomer¬ 
ang knife, bombs, and fire magic. You 
can jump and cling to walls when the 
control button is pressed in the direc¬ 
tion you're moving. And if you press 
the A button while you're clinging to a 
wall, you'll climb... little by little. 

Master the valuable triangle jump 
by simultaneously pressing the A but¬ 
ton and the control button in the direc¬ 
tion opposite Taro's movement. There 
are many screens you cannot clear un¬ 
less you use this technique. 

American Sammy 
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HINTS & TIPS 

• Ninja Taro is played on any one of 
three courses, which you select by push¬ 
ing the A button. All three courses come 
together halfway through the game. 


• When a Temple Gate appears. Ninja 
Taro can duck into it and advance to the 
next scene. But if you take the easy way 
out, you lose the chance to obtain new 
weapons. 

• Study the enemies' list in the man¬ 
ual. Some enemies are harmless and 
should be treated as nuisances. And 
some must be avoided, since you cannot 
kill them. 

• If you press the start button immedi¬ 
ately after a game ends, you'll re-start 
on the highest screen you achieved. But 
if you wait too long, you'll have to start 
from scratch. 


SCREENS SHOWN 

|—j—| One hit destroys an enemy, but if you 

1 - 1 hit him before he lands, 1,000 bonus 

/ 

points are yours. 

— 2 — You can make Ninja Taro kick by 

- using a combination of the control 

and A buttons. 

—~— If you can get a power-up character, 

- you'll be able to use fire magic for a 

few seconds. 

|—^—| Watch the clock! When only 30 sec- 

’-* onds remain, a fire wheel will appear. 

It's almost always deadly. 

—=— You can choose to exit a level through 

- the temple door or struggle to climb 

up the wall. 

— jr —| When there are many enemies above 
———^ him. Ninja Taro can bomb them while 
performing the Triangle Jump. 
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OTHELLO 


Othello is a board game that com¬ 
bines the strategy of chess with the 
simplicity of checkers. Its origins are a 
hundred years old, but in the two dec¬ 
ades since the game hit the commercial 
market, it has grown so popular that 
there are international Othello contests. 
Now, Othello is available for NES. 

The game is played on a 64-square 
board with 64 pieces that are white on 
one side and black on the other. Evenly 
divided between two players (one player 
takes black, the other white), the pieces 
are placed on the board one by one. 

The object is to capture your oppo¬ 
nent's pieces between your own. When 
pieces are trapped, they flip over and 
become the color of the player who 
captured them. Therefore, if there are 
two black pieces to the left of a single 
white one, the person playing white can 
place a piece on the other side of the 
black pieces. That turns the whole row 
white. The winner is the person who 
dominates most of the board. 

While it takes no time at all to learn 
how to play Othello, it does take time to 
learn to play this strategy game well. 
Since a single move can change more 
than a dozen pieces, the final few moves 
of the game often have unpredictable 
results. You have to plan each move in 
advance to win the game. 

Acclaim 
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HINTS & TIPS 

• You can select a two-player game or 
take on the computer. There are four 
difficulty levels and time limits to choose 
from as well. 


• On level 1, you can cancel any move 
you've made as many times as you like 
during the game. You can cancel three 
times on levels 2 and 3, but never on 4. 


• You really shouldn't try to flip too 
many pieces early in the game. Too many 
pieces in your color gives your oppo¬ 
nent the opportunity to capture them by 
the game's end. 

• The best moves are the ones that 
capture pieces in more than one row. 
Check horizontal, vertical, and diago¬ 
nal rows before deciding where to place 
your game piece. 
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SCREENS SHOWN 


White seems to have a large lead, but 
the game can completely turn around 
with one move. 


Try to place as many pieces as you 
can along the edges of the board. 
Corners are especially strategic. 

Rows one square from the edge of the 
board are dangerous. It's very easy to 
lose a whole row with a careless move. 


Usually if you can monopolize one 
corner of the board, you have a good 
chance of winning. 

By studying a completed board, you 
may find flaws in your strategy that 
you can avoid in the next game. 

At game's end, the computer tallies 
the score and compares the number 
of pieces won by white and black. 
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PLATOON 


Platoon recreates the deadliness and 
dangers of jungle combat. Don't waste 
your ammunition, because it's not un¬ 
limited. Returning enemy fire quickly 
and accurately is essential, but so is 
knowing when to hold your fire to avoid 
endangering innocent villagers. If you 
shoot a civilian, your morale goes down. 

The first level of play takes place in a 
complex jungle maze. In your trip 
through the underbrush and into the 
village, you'll have to find a map, a 
torch, and some explosives. Be sure to 
blow up the bridge on your way into the 
village, however, or you'll be ambushed 
for sure. 

Next comes the sinister tunnel com¬ 
plex, where you can find supplies, ammo, 
and medical assistance. Once past the 
tunnels, you'll have to fight your way 
through the bunker, a zone of fortified 
positions. Beyond that you'll find your¬ 
self back in the teeming jungle. 

Every step of the way, you'll have to 
watch out for trip wires, hidden mines, 
ambushes, trapdoors, and enemy snip¬ 
ers who pop up from underground or 
behind you. 

Sunsoft 
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HINTS & TIPS 

• Conserving your supply of ammu¬ 
nition is crucial to winning. If you run 
out too quickly, you're finished. Try to 
avoid spraying a lot of gunfire around 
for no good reason. 

• Don't get frustrated if you have 
trouble finding your way through the 
jungle maze to the village. You may 
have more luck if you pause the game 
often and make a map. 

• Trip wires are among the deadliest 
booby traps in the jungle. They're hard 
to see, and reduce your force in a hurry. 
Pay special attention to the barely vis¬ 
ible trip wires. 

• Before you leave the jungle level, 
you'll have to go to the village and find 
a torch, a map, and a trap door. Then 
you'll move on into the tunnels. 


SCREENS SHOWN 

I—=—| Learning your way around in the 

' -' jungle is the first, and hardest, part of 

the game on this first level. 

—=— There are soldiers who jump from 

- trees, land, and then start walking 

before they shoot at you. 

—=— Watch out for bullets fired toward 
——— you. Duck or jump to avoid them, 
and keep firing your own weapon. 

I—-=—| Search the village huts carefully, but 
I———> watch out for booby traps that might 
be behind each door. 

—=— Enemy soldiers pop up from the 
——— ground quickly. Be ready to jump 
over low-flying bullets. 

I—-r—| You'll enter the tunnels after leaving 
I———I the jungle. This knife-wielding sol¬ 
dier is just one of the enemies there. 
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SEICROSS 


Seicross combines the excitement of a 
high-powered bike race with lots of 
shoot-em-up action. Your mission is to 
rescue the peace-loving Petras, who have 
been driven into underground hiding 
by the warlike Basrahs. You'll be at the 
controls of a fast and heavily armed 
space-bike, designed to help you rescue 
the Petras while doing maximum dam¬ 
age to their oppressors. 

Your journey will not be easy. You'll 
be crossing obstacle zones, where road¬ 
blocks put danger in your path and 
enemies on super-bikes try to run you 
into the nearest wall. There's a treacher¬ 
ous slippery zone, and you'd better stay 
near the path if you don't want to spin 
out. Also, there's a nasty surprise wait¬ 
ing in the battery zone: the BalTank, a 
deadly armored dinosaur vehicle. 

You'll win more firepower and extra 
bikes if you live long enough to reach 
dinosaur fossils. For big points, shoot all 
of them you see, and you'll destroy any 
aliens hiding inside. But the key to suc¬ 
cess in Seicross is to study the positions 
of the various objects on each screen. 
The Petras, roadblocks, enemy cyclists, 
Apton cannons, and all the rest don't 
change position from game to game. 
You may be able to knock out vital tar¬ 
gets before they are fully on the screen. 
FCI 
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HINTS & TIPS 

• Pick up Petras for bonus points at the 
end of the obstacle zone. The Petras will 
line up as your bonus is tallied. Pick 
them up again before going on. 


• Learn where the Chenobalms are and 
start shooting toward them before they 
are on screen. They'll turn from green to 
red, then leave a star you can pick up for 
bonus points. 

• You have to be going really fast to 
lose control in the slippery zone. But 
since there are no enemy bikers there, 
just go at a moderate pace, and you'll 
ride through the zone easily. 
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• In the latter stages of the battery 
zone, you need to go very slowly. There 
are solid walls across the trail, and you'll 
have to spot the area you can shoot 
through. 



SCREENS SHOWN 

| | | The Petras are the men in blue who 

hail you as you go by. Pick them up if 
you can, but don't risk your bike. 

2 Always destroy the dinosaur fossils 
when you see them. They are the key 
to earning new bikes. 

—j—I The spinning medallions are tricky to 

- shoot. But they mark energy sources 

and will tap the enemy's supply. 

——| In the slippery zone, try to stay on the 
clear paths. Otherwise, you might 
spin out of control. 

—g—| Go very slowly through the battery 

- zone, where the objects are much closer 

together. 

—g— The late stages of the battery zone 

- offer solid barriers you have to shoot 

down before you can proceed. 
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SUPER MARIO BROS. 2 



The previously peaceful land of 
dreams. Subcon, has been invaded by 
Wart, an evil toad determined to make 
sure no one has pleasant dreams. Mario, 
Luigi, Toad, and Princess Toadstool are 
the only ones brave enough to enter 
Subcon and try to destroy Wart. 

But there are many creatures who 
are trying to prevent the heroes from 
finding Wart. You'll have to meet and 
kill Shy guys, Trouters, Pidgits, Beezos, 
Triclydes, Phantos, and Albatosses be¬ 
fore Subcon can be released from Wart's 
spell. But if you play well, you can win 
extra lives in a bonus round. 

Even players who have mastered 
Super Mario Bros, will have some new 
skills to learn. Stomping and kicking 
aren't the most important defenses 
anymore. Instead, you'll have to pull up 
vegetables from the ground and use them 
to hit your enemies. Each of the four 
characters has a particular talent, so 
you'll have to find the character you like 
to use best. 

And don't think that you'll be dig¬ 
ging vegetables for the whole game! If 
you find a magic potion, you'll be trans¬ 
ported into Subcon, where you'll find 
one-up mushrooms and coins. But don't 
forget about Wart. 

Nintendo 
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HINTS & TIPS 

• Collect cherries whenever you can. 
After you have gathered enough, a star 
will appear. If you pick up the star, 
you'll become briefly invincible. 


• For each five large vegetables you 
pull up, you win a stopwatch that freezes 
all the action on the screen for a few sec¬ 
onds. The watch can help you get past 
tricky screens. 

• Phantos will chase you whenever 
you pick up a key, but he leaves when 
you drop it. Keep picking the key up and 
throwing it down until he leaves for 
good. 

• Watch out for the quicksand in World 
Two. You'll recognize it because the 
grains move in a wave motion. Most of 
the time you won't get sucked under if 
you keep moving. 


SCREENS SHOWN 

m 

Ihe objects you 11 hnd in sub space 
depend on where you throw the magic 
potion. Try different places. 

L2 

The Hoopster goes up and down vines. 

If you can jump onto his head, he'll 
give you a free ride. 

In sub space, grab the mushroom first 
for a power-up. Then quickly grab 
grass for spins in the bonus round. 

3 

4 

It only takes three direct hits to kill 
Mouser, but it's hard to time them 
exactly right. 

Most of the jars in World Two hide 
Cobrats that shoot deadly bullets. Be 
careful approaching the jars. 

Defeat Birdo by jumping onto the eggs 
he shoots, then pick them up and 
throw them at him. 
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TECMO BASEBALL 


With Tecmo Baseball, you can partici¬ 
pate in an all-star game or just sit back 
and watch. Select your league, your 
pitcher, your (optional) designated hit¬ 
ter, then "play ball!" 

Control the speed of a pitch by press¬ 
ing the A button and moving the control 
cross. Press the upper cross-bar to launch 
a fast ball, or press the lower bar for a 
slow pitch. You can also use the cross 
bar to put curve on a pitch or to control 
where in the strike zone the ball will go. 

When a pitch is hit, the on-screen 
view shifts to the outfield, while a super¬ 
imposed baseball diamond shows where 
all your base runners are. When your 
team is at bat, the control cross adjusts 
the height of the batter's swing and his 
stance at the plate. You can bunt, steal 
bases, or call a time out to put in a pinch- 
hitter. Your outfielders can run, leap, 
and throw. They can also fall down, run 
into walls, and make errors if you don't 
learn to control them precisely. 

The ball takes realistic bounces, and 
its moving shadow gives a vivid 3-D 
illusion. If you blast one out of the park, 
you can hear the crowd go wild. This 
fast-moving sports simulation leaves out 
only one thing: hot dogs. 

Tecmo 
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HINTS & TIPS 


• If you hit a high fly ball and your 
runners have already passed their next 
bases, you can recall them to their origi¬ 
nal bases by pressing downward on the 
control cross. 
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• Push button B to make the fielder 
closest to a batted ball attempt a leaping 
catch. If he misses, however, he falls to 
the ground and is out of play for a 
moment. 

• The three pitchers at the top of your 
roster screen are the ones with the most 
stamina. Use them to start the game. 
You might not want them to get too 
tired, though. 



• The other three pitchers on the roster 
aren't as strong, but they have fancier 
pitches and are useful for short-time 
relief while the strong pitchers are rest¬ 
ing. 


SCREENS SHOWN 


When you're pitching, keep an eye on 
the base runners to make sure they 
don't try to steal. 

After a slow pitch, the batter hits a 
pop fly to the infield that is easily 
picked off. 

When a ball heads for the outfield, an 
icon appears to show the players on 
base. 

The crowd really starts cheering if a 
player manages to hit a ball over the 
wall for a home run. 


The player who hits a home run gets 
to celebrate with a little hand-slap¬ 
ping with his teammates. 

A grounder to the infield is scooped 
up quickly and thrown to first base 
for an out. 
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TECMO BOWL 


Tecmo Bowl, a new football simula¬ 
tion, lets you be quarterback, coach, and 
spectator, all rolled into one. You can 
choose your team from a dozen NFL 
teams, each one programmed to reflect 
the real-life strengths of certain teams. 
Some have great passing, while others 
excel in defense. No matter what team 
you choose, the animated gridiron 
warriors are fast and tough, and the 
screen is always full of bone-crunching 
action. 

When you've chosen your offensive 
line-up, push the A button to snap the 
ball, then watch the kick meter. A first- 
down marker shows where you need to 
go, but how you get there is your deci¬ 
sion. You can do almost anything in 
Tecmo Bowl that a real quarterback can 
do: pass, run, kick, designate a receiver 
-- even try for an interception. Forma¬ 
tions are shown on screen before each 
scrimmage, offering four of your best 
plays. The same thing goes for defense, 
only instead of the ball-carrier, you get 
to control one defensive player and se¬ 
lect the best formation to stop your 
opponent. 

Tecmo Bowl features realistic voice 
effects, crowd noises, and colorful graph¬ 
ics. It has plenty of fast-moving action 
on the field, but to take full advantage of 
all the game's features, you must also be 
a good football strategist. All these 
qualities make Tecmo Bowl an outstand¬ 
ingly realistic sports game. 

Tecmo 
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HINTS & TIPS 

• You can avoid being tackled by the 
defense by repeatedly pushing button 
A. This lets you stiff-arm any opponent 
who gets in your way. 

• Use the control cross to make your 
controlled player close in on the runner. 
Then press button B to make a diving 
tackle. That should stop any runner. 

• The kick meter at the top of the screen 
shows your kicking strength. The higher 
your strength, the farther the ball will 
go. The information will help in future 
plays. 

• Choose coach mode to enjoy run¬ 
ning the whole team. All you have to do 
is call the plays from the sidelines and 
watch the computer do the rest. 
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SCREENS SHOWN 

—|—| Some rules in Tecmo Bowl differ from 
professional football, but the game 
still starts with a kickoff. 

—2—I The computer will suggest two run- 

- ning and two passing options. They 

change with each down. 

—j— Make sure your receiver is open be- 

- fore passing. When you're near the 

end zone, don't risk an interception. 

—2j— Don't hang onto the ball if you can't 
find an open receiver, or your quar¬ 
terback will get sacked. 

—g— Touchdowns are the only way to assure 

- a win. Keep pressing the A button to 

keep from being blocked. 

—g—| A number appears over the head of 

- the player you're controlling. Use the 

A button to change players. 
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XENOPHOBE 

The space station is crawling, leap¬ 
ing, and flying with Xenos, an alien life 
form that you have to destroy. As you 
move through different moon bases and 
space stations, you will be constantly 
battling the various Xenos while they 
are trying to destroy you. 

There are eight space stations in all, 
and each station has eight rooms per 
floor. During early stages, you have just 
one or two floors. But as you move 
farther into the game, there can be three 
or four floors per stage. 

You'll run into enemy laser balls, 
snotterpillers, giant slime amoebas, 
spiderions, and high-voltage force walls 
as you move through Xenophobe. You 
can play by yourself, or two people can 
play. In the two-player game, a split 
screen lets each player wander through 
the space stations separately. 

It's important to pick up the items 
you uncover by destroying Xenos. ID 
cards, fuel, medicine, documents, cups, 
tools, skulls, bombs, and floppy disks 
will dot the ships you walk through. 
You can move from level to level on 
elevators, set off bombs to protect your¬ 
self, and even throw some of the alien 
Xenos (press A when one grabs you). 
SunSoft 
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HINTS & TIPS 

• When you have your health in this 
game, you have everything. Protect 
yourself, and learn which enemy does 
the most damage. Laser shots are ten 
damage points, dripping slime, 50 points. 

• Try to find medicine as often as you 
can. Depending on which kind of medi¬ 
cine you have, you can restore your 
health when you've suffered a lot of 
damage. 

• As you play, notice that your fire¬ 
power increases when you destroy cer¬ 
tain enemy Xenos. Single-shot phaser 
guns are not nearly as powerful as smoke 
guns, lightning guns, and bombs. 

• You will start each game with 1,000 
health points. They start dropping fast, 
so keep an eye on your health status. 
When you clear a space station of Xenos, 
you get 200 health points. 


SCREENS SHOWN 

—|— In the one-player game, the bottom of 

- the screen is black. For two players, 

the characters wear different colors. 

—2— The Critter in the bottom of the screen 

- attaches itself to the exterminator. He'll 

have to jump to escape the monster. 

|—j—I The exterminator in the top of the 

1 - screen is threatened by a laser ball. 

Player two has just earned a fuel can. 

—^— The giant slime amoeba in the top of 

- the screen is worth 250 points if you 

can destroy it. 

|—g—| Player two is threatened by a 

1 - Spiderion, which drops bombs from 

the ceiling, and a Snotterpiller. 

—g—| Snotterpillers are crosses between liz- 

- 1 ards and caterpillars. They jump at 

you, knock you down, and spit slime. 
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XEVIOUS: THE AVENGER 


Xevious is a classic that has made a 
successful transition from coin arcade to 
home videogame. As in the original ver¬ 
sion, the first stages of the action are 
easily handled. Dozens of different tar¬ 
gets swoop at you in the air, or pass 
beneath your Solvalou fighter. 

But the tempo of action picks up rap¬ 
idly as the landscape scrolls beneath 
you. Use your B button to sweep the sky 
clear of Xevious warplanes, and your A 
button for bombing the ground targets. 
The enemies on the ground are really 
what this game is about—you don't get 
many points for knocking down enemy 
aircraft, but you have to clear them out 
of the way to zero in on the more vital 
ground installations. 

You will encounter 11 different kinds 
of air- and land-based enemy craft. When 
you spot a Xevious ground base—shaped 
like a circle and pyramid — try to knock 
out the circle part first, since that's what 
fires missiles at you. In general, the more 
elaborate the ground target, the more 
important it is to hit it. A direct hit on 
large enemy ground bases can make 
things much easier for you — at least for 
a little while. 

Bandai 
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HINTS & TIPS 

• Each type of craft flies a different 
pattern. Some are more dangerous be¬ 
cause of their speed, some because of 
their firepower. And some are more 
dangerous behind you than in front. 

• Press the A button to bomb when the 
aiming sights are on top of a base. But if 
you can center your sights between two 
ground bases, one bomb can get them 
both. 

• With a central hit on bases that have 
a circle and pyramid, you can knock out 
both of them. If you can't get both, hit 
the circle, since that's where enemy 
missiles emerge. 

• When things get hot, try staying near 
the top of the screen and shooting the 
enemies as they come out. This tech¬ 
nique is only for experts, though. 



SCREENS SHOWN 

|—j—| Try to blow up ground bases before 

1 - 1 they have a chance to fire more than 

one shot at you. 

— 2 — The spinning rectangles can't be de- 

- stroyed by guns. You'll have to move 

around them to blow up the bases. 

—~—I This large base sprays a lot of mis- 

-■ siles. Try to knock it out as soon as 

possible. 

|—£—| Attack the center core of this Floating 
‘-' Fortress. Keep firing until it's de¬ 

stroyed. 

—=— Talken fighters fire from behind you 

- if you don't shoot them. If you miss, 

move away as fast as you can. 

— jr —| Stay at the bottom of the screen and 

- * shoot to destroy the Zoshu fighters. 

You'll still have to dodge their fire. 
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X-MEN 

You and your mutant X-Men are all 
that stand in the way of Magneto's plans 
to destroy the human race! One key to 
winning this fast-action, multi-level game 
is to pick the right X-Men to be on your 
team. You can choose from among 
Wolverine, Cyclops, Storm, Colossus, 
Nightcrawler, and Iceman on each level 
as you face a variety of different ene¬ 
mies. 

But remember, some X-Men are bet¬ 
ter at fighting one kind of enemy than 
another. Should you team Cyclops and 
Storm together to fight through the 
FutureCity Street Fight? Will Wolverine 
and Nightcrawler be the best duo to 
take on the search-and-destroy mission 
in the RoboFactory? And will Colossus 
and Iceman be a strong team for the 
battle in a living starship? 

There is a practice mission that lets 
you see how each of the X-Men fights 
and moves. Some missions will be 
handled better by a particular team of 
X-Men. So, watch how they fight, and 
try to put together mission teams that 
fight well together. 

When playing by yourself, you con¬ 
trol one of the two X-Men you've se¬ 
lected, and the computer controls the 
other. You can switch back and forth 
between the two, however. If you want 
to play with a friend, then each of you 
can control an X-Man. 

LJN 
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HINTS & TIPS 

• As your X-Men fight from level to 
level, remember that they not only have 
to reach Magneto's control center—they 
also have to get back alive! A time bomb 
will race you back to the beginning. 

• There are several power items that 
can restore an X-Man's health or give 
him bombs to use. You will also need to 
find security keys — two per mission — 
for opening locked doors. 

• Successful two-player gaming de¬ 
pends on working together. Since each 
X-Man has his strong and weak points, 
use his character's strengths to help cover 
the other's weaknesses. 

• Player 1 is the character that can 
activate portals between levels. Try to 
make Player l's character fast enough to 
do this. If Player 1 is too slow, then 
moving between levels is harder. 


SCREENS SHOWN 

Iceman uses cold to freeze enemies, 
as in this section of the game. Learn 
which powers each X-Man has. 

In this FutureCity Street Fight, your 
X-Men will have to battle through the 
ruins of a city. 

In the RoboFactory, Magneto pro¬ 
duces killer robots. Fight your way 
through the factory and destroy it. 

You can choose from among the dif¬ 
ferent X-Men for each mission. Your 
choices will be described. 

This living starship is where Mag¬ 
neto keeps an alien life form capable 
of turning humans into zombies. 

When playing alone, the computer 
controls the other X-Man. But protect 
both men by switching back and forth. 
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ZELDA II: 

THE ADVENTURE OF LINK 

Welcome to the land of Hyrule, and 
the further adventures of Link the ad¬ 
venturer. Those who have played the 
original Legend of Zelda, will once again 
roam across the land, from the North 
Castle to the Parapa Desert to Death 
Mountain and beyond. Those new to 
the Zelda series will be amazed at the 
depth and challenge of this huge new 
adventure game. 

In Zelda II, Link is again asked to 
defeat the powers of darkness. He must 
unite the Triforce of Power, Wisdom, 
and Courage to free the land from 
Ganon's threat and to awaken Princess 
Zelda, who is in a magical sleep. 

Because Zelda II is huge, you'll want 
to map your way through parts of the 
game until you get a sense of where you 
are and where you need to go. There are 
roads, forests, rivers, mountains, grave¬ 
yards, and bridges. And the army of 
Ganon's evil allies include an assort¬ 
ment of Goriyas, Deelers, Mobies, Oc- 
toroks, and other strange creatures. They 
fly, hop, run, burrow underground, 
swim, and explode — and they're all 
after you! 

But in addition to Link's fighting 
abilities, he can also learn magic. There 
are eight different kinds of magic, and 
some enemies can only be defeated by 
magic! 

Nintendo 
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HINTS & TIPS 

• Be patient when playing. If you 
rush through the game, you won't last 
long. Extend your playing time by learn¬ 
ing to find your way around and by 
discovering how to deal with enemies. 

• Talk to the people who live in the 
towns. You'll get information you need 
to get farther in the game. Also, hit the 
B button when no one is near, and you 
may spot some things you didn't see. 

• As you play the game. Link will 
have chances to learn magic, sword 
fighting, and other abilities. You can't 
get through the game without picking 
up these valuable techniques. 

• You will collect important items as 
you explore the caves and six palaces 
in Hyrule. After collecting these items, 
you will be able to pick which ones to 
use at any given moment. 


SCREENS SHOWN 

|—y—| When you enter the villages in 

- Hyrule, talk to everyone you meet. 

Get close to them and press A. 

—2—I Enter any buildings you can to ques- 

- tion the people inside. You can also 

search by pressing the B button. 

—^— Defeating a Bot (or his red cousin Bit) 

- earns two points. Pick up items they 

leave by touching it with your sword. 

| Entering caves is always risky. Be on 

- the lookout for a menacing bat called 

Ache. 

—g— Before you enter the castle or its laby- 

- rinths, you should know at least a 

little magic. 

—g— There are locked doors in the castle 

- mazes, so look for keys. But you'll 

have to fight Stalfos for this key. 
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ATHENA 



Athena grows tired of her life as a goddess and 
enters the Fantasy World outside her castle. The 
world beyond is strange and wild. Exotic creatures 
such as Rachies and Jazzo await her, but she finds 
weapons to aid her. Fantasy World is full of pow¬ 
ers, and Athena can take to the sky on wing or 
become a mermaid in the ocean. 

SNK 



BASES LOADED 

You control every aspect of a major league game, 
from pitching to batting to fielding. Play against the 
computer or a human opponent. There are 12 differ¬ 
ent lineups, and each team has 30 players you can 
choose from. You can even have a 132-game season 
against the computer when you select Pennant 
mode — the computer keeps track of seasonal wins 
and losses. 

Jaleco 



BLASTER MASTER 

Using an armored vehicle, you must pass through 
eight levels of narrow passageways to reach and 
destroy the Plutonium Boss. Evil radioactive mu¬ 
tants of many kinds will try to stop you. Most can be 
killed with your car's weapons systems, but to 
battle some you must leave the car and fight on foot. 
Grab power pills to keep up your strength. 
Sunsoft 



BREAKTHRU 

Rescue a stolen top-secret fighter by driving 
through five enemy territories, from rugged moun¬ 
tains to a partly destroyed bridge to a deadly urban 
jungle. Missile-firing copters, rockslides, snipers, 
and armored cars try to stop you. To win you must 
combine accurate shooting with super driving re¬ 
flexes. Power barrels which increase your firepower 
will parachute down from the sky now and then. 
Data East 
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COMMANDO 



With only a machine gun and a few hand gre¬ 
nades, Super Joe has to save the world's leaders 
from alien terrorists. You will be attacked with 
knives, grenades, and poisonous snakes. But if you 
can find underground shelters and super grenades 
on four stages, you can help Joe. The enemy's 
fortress still lies ahead. 

Capcom 



CONTRA 

Scorpion and Mad Dog (the world's toughest, 
fastest guerrilla fighters) land in the jungle on a 
mission to destroy the evil alien overlord Red Fal¬ 
con. Armed with six kinds of powered weapons, 
you must cross jungles, snowfields, waterfalls, and 
fortified bases. Elaborate defensive traps and fa¬ 
natic alien soldiers try to stop you at every turn. 
Konami 
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DEADLY TOWERS 

The King of the Devils has rung magical bells 
that have thrown the kingdom of Willner into dark¬ 
ness. Prince Meyer must burn the seven bell towers 
and destroy the King. The prince's journey is diffi¬ 
cult. There are mazes, hidden rooms, parallel worlds, 
and evil foes. And there are hundreds of rooms to 
explore. 

Broderbund 



DONKEY KONG 3 

Donkey Kong, the big ape, is at it again. This 
time he's loose in a greenhouse. Armed only with a 
can of insect spray, Stanley the bugman has to stop 
him. But Stanley has to keep the Buzzbees and 
Beespies away from his flowers, too. Grab the can of 
super spray and work through all three levels. 
Nintendo 


















































DOUBLE DRAGON 



Billy and his twin, Jimmy, grew up as two 
street-wise martial arts experts. Now Billy's girl¬ 
friend has been kidnapped by the Black Warriors — 
the toughest gang in the city. Behind the ambush¬ 
ing punks waits their leader, the sinister Shadow 
Boss, whose identity is a nasty surprise. Billy has 11 
methods of attack to choose from. He can also pick 
up stray objects and use them as weapons. 
Tradewest 


DOUBLE DRIBBLE 

Fast-paced championship basketball is the game, 
and your strategy can win the tournament. Pick 
from four teams (New York, Boston, Los Angeles, 
or Chicago), choose a skill level, and work on your 
offense. Be careful, though, because blocking, push¬ 
ing, and traveling are violations, just as they are in 
real basketball. You can also steal or go in close for 
a slam-dunk. 

Konami 


DRAGON POWER 

Goku's quest is to find the seven crystal balls 
hidden in the wilderness and use them to battle the 
evil Dragon Emperor. Goku must locate friends, 
secret keys, and hidden bonus objects. At the same 
time, he must keep an eye on his dwindling energy 
supply and gather extra food to renew his strength. 
Conversations with other characters play an impor¬ 
tant part of the game. 

Bandai 



EXCITEBIKE 

You can enter any of five races on an exciting 
day at the motor cross track. Watch out for other 
bikers, avoid dangerous mud puddles, and screech 
around hairpin turns on your way to victory. You 
can also make up your own race course. Make it as 
tough as you want. It can be different every time 
you play. 

Nintendo 
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FREEDOM FORCE 
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Terrorists have overrun a major airport and are 
holding hostages. Rad Rex and Manic Jackson are 
special enforcers sent in. They take no prisoners as 
they battle three levels of guerrilla troopers, from 
the aircraft to the ticket counter to the enemy hide¬ 
out. This is a Light Gun game. 

Sunsoft 



GHOSTS AND GOBLINS 


A brave knight sets out to rescue a beautiful 
princess. Opposed by zombies, dragons, and other 
fiendish foes, he must pass through seven gates 
guarded by seven powerful demons. A variety of 
weapons, and strategic skill in using them, will 
enable you to reach the Devil's Castle. But you'll 
still have to search for the princess and fight the 
most potent foe of all. 

Capcom 


H 

O 

T 

H 

I 

T 

S 



GUN.SMOKE 

It's showdown time in Hicksville as Marshal 
Billy Bob tries to clean up a host of bad guys who get 
harder to kill with each new level. Some come at 
you with dynamite, some with shotguns or knives. 
But on advanced levels you can use powerful hard¬ 
ware of your own, including machine guns, mag¬ 
nums, and napalm. 

Capcom 




ICE HOCKEY 

In the fast-paced world of ice hockey, you have 
to be quick, you have to be tough, and you have to 
be good. Whiz across the ice to slam in a goal for 
your team. Steal the puck and you might end up in 
a fight. But make sure it is one of the opposing 
players who ends up cooling his heels in the pen¬ 
alty box. 

Nintendo 
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IKARI WARRIORS 



A jungle country is about to be invaded by an 
army of two. Paul and Vince have secret orders 
from the government to destroy the enemy powers. 
Against tremendous odds, they fight off the revolu¬ 
tionaries, steal their tanks, and blast their way 
through the enemy gates. It's more fun with two 
players. 

SNK 



1 

IKARI WARRIORS II: 

VICTORY ROAD 

Paul and Vince, heroes of the original Ikari War¬ 
riors, are sent far into the future to aid planet Earth 
against Zang Zip, the War Dog. The weapons and 
concepts are basically the same as in the original 
game, but the challenges are tougher and the pace 
is faster. Ikari Warriors II even has electronic speech 
and audio code signals. 

SNK 



JAWS 

The great white shark is back. And it is coming 
after you! Use the mini-sub, sailboat, tracking 
device, harpoon gun, and depth charges to fight 
your way through screens full of deadly sea crea¬ 
tures. Stay away from the shallow waters where 
Jaws feeds. And don't relax for a moment. Jaws 
never sleeps! 

LJN 



KARATE CHAMP 

Master all of the lunges, kicks, spins, and somer¬ 
saults that will help keep you the karate champ. 
Practice foot sweeps, blocks, and reverse punches. 
There are nine different settings for karate matches. 
Your opponents will be fast and tricky. You may 
even find yourself facing a raging bull on one of the 
three bonus screens. 

Data East 































THE KARATE KID 

Daniel-San is good, but even he must perfect his 
reflexes, speed, and endurance before going up 
against the martial-arts ace Chozan, who waits at 
the end of each level for a man-to-man duel. If you 
can catch flies with chopsticks, break six slabs of ice, 
or dodge the swinging hammer, and if you can beat 
dozens of human foes, maybe you're ready for 
Chozan. 

LJN 



KARNOV 

Karnov is a strong hero who must recover the 
Treasure of Babylon and destroy an army of terrible 
monsters unleashed by Ryu, the evil dragon. Kar¬ 
nov can't outrun his enemies, but he can outfight 
and outwit them by carefully studying their moves 
and patterns. Battle through eight levels before 
confronting Ryu. If you win your battle with him, 
you recover the treasure. 

Data East 
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KID ICARUS 

The three sacred treasures of Angel Land have 
been stolen by forces under the command of the evil 
Medusa. She has also changed most of the men into 
stone statues! It's up to you, armed only with your 
trusty bow and arrow, to rescue the people and 
destroy Medusa. Every enemy killed by your ar¬ 
rows gives you hearts which can be traded for 
helpful objects, powers, and skills. 

Nintendo 
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KID NIKI: RADICAL NINJA 

Princess Margo is held prisoner in the castle of 
the Stone Wizard. Punk martial-arts expert Kid 
Niki is determined to rescue her, no matter what 
stands in his way. He is armed with the old and 
powerful Spinning Sword, but will it be enough to 
defeat seven bosses and the Stone Wizard? 

Data East 
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KUNG FU 
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Sylvia, the girlfriend of kung fu expert Thomas, 
is being held somewhere in X Mansion. Thomas 
will have to draw on every one of his martial arts 
skills to rescue her. A snake, knife thrower, or fire¬ 
breathing dragon waits on each level. And Sylvia is 
tied up on the fifth floor! 

Nintendo 



THE LEGEND OF KAGE 


Kage, a valiant ninja warrior, must rescue the 
beautiful princess Kiri, who has been hidden by the 
evil warlord Yoshi. As Kage, your path will be 
blocked by other ninjas, powerful guards, and fire¬ 
breathing monks. As you fight, you will find hid¬ 
den weapons or skills, such as knife-throwing in 
eight directions at once, or having two bodies in¬ 
stead of one. 

Taito 




THE LEGEND OF ZELDA 

As Link, the young hero who alone can restore 
the eight pieces of the shattered Triforce of Wis¬ 
dom, you must travel through vast underground 
mazes —128 screens in all. Each maze is populated 
by deadly enemies, and sometimes by allies who 
will aid you with magic powers, treasure, and 
renewed energy. 

Nintendo 



MAJOR LEAGUE BASEBALL 

This baseball videogame is officially licensed 
from Major League Baseball. Choose from 26 com¬ 
plete teams as you bat, pitch, check the stamina of 
your players, and fight to win. You can play your 
favorite teams against one another in a regular 
season game, an All-Star game, or even the World 
Series. 

LJN 
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MEGA MAN 



Mega Man must fight across seven different em¬ 
pires to protect the human race from the evil plans 
of Dr. Wiley. You guide Mega Man into the heart of 
Monsteropolis to fight Cutman, Gutsman, Iceman, 
Bombman, Fireman, Elecman, and Dr. Wiley him¬ 
self. Using laser fire, fight your way through for¬ 
tresses, underground caves, and ice fields. 
Capcom 


METROID 

Deep inside the fortress planet Zebes, space 
pirates plan to breed an alien life form called Met- 
roid. Your mission is to fight through to the heart of 
the fortress-world, locate and destroy the Mother 
Brain, and halt work on Metroid. New strategies 
will help you — like freezing some enemies and 
using them as stepping stones to get to unreachable 
places. 

Nintendo 


MIKE TYSON’S PUNCH-OUT 

Battle your way up in the ranks of boxing con¬ 
tenders until you get your chance to step into the 
ring with the champ, Mike Tyson. You guide your 
fighter. Little Mac, as he throws jabs, uppercuts, 
and body shots, all the time ducking and weaving 
defensively. Between rounds, your trainer will give 
you helpful advice. 

Nintendo 


1942 

As the Super Ace fighter pilot, you fly your 
plane, battling through waves of enemy planes. 
Surprise enemy bombers. Land on the deck of an 
aircraft carrier. Learn to control your plane through 
tricky maneuvers as you escape from opposing 
planes and then counter attack. 

Capcom 


H 

O 


93 



























NINJA KID 

He's small, but boy is he tough! You guide the 
Ninja Kid across Demon Island on his way to de¬ 
stroy Demon Castle. To succeed, he must fight 
monsters, find a special scroll, and uncover a magic 
chant. And to get those, he must fight successfully 
across four battlefields: Guerrilla Warfare, Poison 
Fields, Dog Fight, and Blazing Inferno. 

Bandai 


PINBALL 

All the springs, bumpers, and flippers of a real 
pinball machine have come to Nintendo. It takes a 
keen eye and fast thumbs to succeed in both sec¬ 
tions of the giant machine. Mario even makes a 
guest appearance in the bonus round. Get a royal 
flush or triple sevens, and watch the score really 
add up. 

Nintendo 


PRO WRESTLING 

Choose to be any of six different wrestlers, from 
Starman to the Amazon. Use any of 22 throws and 
techniques to defeat a second player or the com¬ 
puter. Try the back brain kick or the piranha bite, 
and watch your opponent fall to the mat. Send a 
wrestler flying over the ropes and watch the crowd 
cheer. 

Nintendo 


RAD RACER 


Take the wheel of a mean machine, drive it as 
fast as you can stand, and go flat-out for victory in 
a transcontinental race. You'll drive eight different 
highways, each with its own hazards, challenges, 
and surprises—from San Francisco to the Rockies to 
the coast. Your competitors will vary from highway 
to highway. 

Nintendo 
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RAID ON BUNGELING BAY 

A War Machine has been developed by the 
Bungeling Empire. They can control the world if it 
is put into use. As a top helicopter pilot, you must 
fly to their headquarters, Bungeling Bay. There you 
will find the six factories that produce the War 
Machine. Destroy them while fighting off tanks, 
jets, missiles, and more. 

Broderbund 


RAMBO 

As Rambo, the legendary Green Beret, your 
mission is to rescue American prisoners deep in a 
hostile jungle. You pass through conversation screens 
as well as action screens, while status screens up¬ 
date you on your firepower, energy, and the time 
remaining to complete your mission. Some of your 
enemies are monstrous, not human, but you have 
the skills to deal with them. 

Acclaim 
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R.B.I. BASEBALL 

This action baseball game is licensed from the 
Major League Baseball Players Association and 
uses real player names, statistics, and team rosters. 
The game has split screens to show all the action. 
Play against the computer or against a friend. You 
also get on-screen player statistics. 

Tengen 


R.C. PRO-AM 

It's off for a day at the races with your Radio 
Control car. Enter all 32 races and pick up trophies 
and prizes. Use the roll cages or missiles you find on 
the track to help you, but watch out for oil slicks and 
pop-up barriers. Collect the letters in the word 
Nintendo and you get an even better car. 

Nintendo 
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RENEGADE 



You are minding your own business in the sub¬ 
way when suddenly three street punks attack you. 
There is no place to run and your only weapons are 
your hands and fists. This is Renegade. You fight 
your way through four different stages with four 
different settings. Slug it out with subway bullies, 
outlaw bikers, kung fu women, and a pack of 
hoods. 

Taito 



ROBOWARRIOR 

Thousands of years in the future, the Earth 
colony on the planet Altile has been attacked by the 
Xanthos Lords, aliens from another dimension. They 
have built a weather station to change the climate, 
forcing the Altilites underground. You are a Z-type 
Earth Defense cyborg (ZED), sent by Earth to help 
fight the Xanthos and their ruler, Xur. 

Jaleco 



RYGAR 

Ligar, King of Beasts, has invaded Argool with 
his flying castle. The Gods of Indora raise a mighty 
warrior, Rygar, from the dead and give him special 
weapons and powers. Every step of the trip from 
the Sueru Mountains to the Palace of Dorago means 
a battle. If you rescue the five battle-gods of Indora, 
they will aid you greatly. 

Tecmo 



SECTION Z 

The Balangool Empire is invading Earth. And 
you take control in your special jet-propelled power 
space suit. Blast your way from Section A through 
Section Z. Then go after the L Brain. There are four 
levels of scrolling space for you to fight your way 
through. 

Capcom 
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SIDE POCKET 

Now is your chance to become the pool shark 
you know you can be. Take lessons from the com¬ 
puter to improve your game and to learn "English" 
for positioning balls. Play the pocket game and 
climb the championship ladder, or play against a 
friend. See if you can learn to "run the table." 
Data East 



SPELUNKER 

You're a spelunker, a cave explorer looking for 
a mythic pyramid full of treasure. Find the keys that 
unlock the riches, but avoid the deadly bats, steam 
vents, and ghosts of dead spelunkers. Elevators, 
ladders, vines, boats, and mining carts help you 
search every underground nook and cranny. 
Broderbund 




STAR VOYAGER 

A troop of Molok Wardrivers has invaded the 
Spiral Galaxy IX. CosmoStation Noah is being held 
captive. Using the RH 119, an advanced space 
vehicle armed with laser cannons, you must rid the 
universe of the astral guerrillas. Rely on your bar¬ 
rier shield to protect you, and get advice from 
Adam, your bio-computer. 

Acclaim 



SUPER MARIO BROS. 

As Mario, your quest is to rescue Princess Toad¬ 
stool of the Mushroom Kingdom. You must travel 
through eight worlds, each with four levels, and 
face enemies such as the deadly Koopa and piranha 
flowers. You can become Super Mario or Fiery 
Mario as you master the three ways of achieving 
greater power. If you succeed in one quest, another 
begins. 

Nintendo 
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SUPER PITFALL 



You are poor Pitfall Harry. You have been search¬ 
ing in the Andes for the priceless Raj diamond with 
your niece and your trusty companion, Quickclaw 
the Lion. In a deep underground cavern, Rhonda 
and Quickclaw get trapped, and only you can save 
them. Climb, swim, and jump to their rescue before 
it's too late. 

Activision 


TAG TEAM WRESTLING 

Body slams, drop kicks, back breakers. All the 
moves are here. And you guide Ricky, Ultrama¬ 
chine, Worly, and Mascross through fierce tag team 
wrestling inside and outside the ring. Learn each of 
their special moves. Tag your partner to grow 
stronger. Win 25 matches and you'll be the Super 
Champion! 

Data East. 


10-YARD FIGHT 

This one- or two-player action football game 
gives you the chance to call the plays, run, kick, and 
manage your team to victory. Choose high school, 
college, professional, or even Super Bowl teams. It 
is third down, with eight yards to go. Do you send 
your receiver long or try an end-around sweep? 
Nintendo 


TETRIS: THE SOVIET MIND GAME 

It sounds simple enough. Rotate and flip mov¬ 
ing geometric blocks into even horizontal rows. As 
the bottom row fills, it disappears. Gradually the 
blocks start falling faster and faster and you'll see 
why Tetris, developed by two Soviet programmers, 
was the first videogame to come through the Iron 
Curtain. 

Tecmo 
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3-D WORLDRUNNER 

Grax and his alien Serpentbeasts have invaded 
Solar System #517. To save its planets from this 
deadly threat, you control the WorldRunner as he 
moves through eight different worlds. On each 
level, you will meet Grax and hundreds of his evil 
allies. The going gets tougher as you go forward. 
You must avoid or destroy Menacing Meanies, 
White Willies, Towering Infernos, Magic Mush¬ 
rooms, Spinners, and many more. 

Acclaim 




TIGER-HELI 

You control the world's most powerful battle- 
chopper. Your mission: knock out the headquarters 
of a ruthless enemy nation bent on conquest. You'll 
engage ever-changing targets as you fly over land, 
sea, and cities. You have unlimited firepower, so 
blast away at everything in sight, while also dodg¬ 
ing the fire the enemy throws at you. 

Acclaim 
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TOP GUN 

From takeoff to touchdown, you'll experience 
the speed and thrills of flying the hot F-14 Tomcat. 
You'll face enemy jets and warships in the first two 
levels, ground targets in the third. In level 4, they 
throw everything at you but the kitchen sink — 
you'll have to be top gun to survive! 

Konami 



TROJAN 

Put on your body armor and grab your sword 
and shield. You are the Trojan, battling your way 
against all enemies on seven different screens. You 
fight against a collection of powerful opponents — 
knife throwers, hatchet men, and even killer pira¬ 
nhas, to name just a few. 

Capcom 
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WINTER GAMES 



Four classic winter sports are included in this 
challenging action game. Try not to lose control in 
bobsledding. Push yourself to the limit in speed 
skating. Jump and spin as you complete hot-dog 
aerial skiing tricks. And learn precision movements 
in figure skating. 

Acclaim 



WIZARDS & WARRIORS 

Guide the warrior Kuros through the deadly 
forest of Elrond as he seeks to defeat Malkil, the evil 
wizard. There are seven levels of adventure as 
Kuros tries to free the princess from Malkil's Castle 
IronSpire. Use the magic BrightSword to battle 
monsters, the undead, killer insects, and many 
more enemies. 

Acclaim 



WOOD & WATER RAGE 

Surf and skateboard your way to really awe¬ 
some fame in this sports game. As a skateboarder, 
you dodge and jump around ramps, turtles, toy 
cars, and guardrails to gain points. As a surfer, you 
ride the pipeline, do spinouts, and hang ten on 
some big West Coast waves. 

LJN 


ZANAC 

Command the fighter ship Zanac as you battle 
through 12 screens of enemy ships to stop the 
attacks on the human race. Eight different weapons 
and special power forces help you defeat wave 
after wave of enemies. Your opponents attack from 
different positions in every game. 

FCI 
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THE ADVENTURES 
OF BAYOU BILLY 

Bayou Billy's girlfriend has been kidnapped by 
the Gangster King of Bourbon Street and taken into 
the Louisiana swamps. Billy has to race his four- 
wheel vehicle through the city streets, fight hoods, 
and wrestle alligators in muddy bogs before he can 
enter the Gangster King's estate to rescue Anna- 
belle. 

Konami 


AIR FORTRESS 

The planet Farmel is threatened by an alien air 
fortress. Only Hal Bailman can save Farmel, but 
first he has to face the challenge of 16 outer for¬ 
tresses. Each one is a maze filled with alien oppo¬ 
nents. Only after he has destroyed the core of each 
fortress will Farmel be free again. 

Hal America 


AIRWOLF 

The popular television series, Ainvolf, comes to 
your Nintendo machine. Stringfellow Hawke pi¬ 
lots a top-secret helicopter that has amazing pow¬ 
ers. Armed with the most advanced technology 
available, Hawke must use his Airwolf to rescue 
American hostages held by terrorists. 

Acclaim 


BAD STREET BRAWLER 

A tough guy on urban streets is used to having 
to prove himself. But the Bad Street Brawler has to 
take on everyone from bag ladies to rap dancers. He 
has to save all the little old ladies in ten levels of 
play to become the hero of the big city. 

Mindscape 



101 



























BATTLEFIELDS OF NAPOLEON 



You are Napoleon, the ruler of France and com¬ 
mander of many troops. Now you're ready to in¬ 
vade the rest of Europe. Twelve different attack 
formations are possible. Use your own strategy (or 
follow historic battles) to find out if you can succeed 
where Napoleon failed. 

Broderbund 



BIONIC COMMANDO 

A valuable soldier has been captured and is 
being held in a hidden prison. You have been 
selected to rescue him. You are armed with the 
"bionic arm," a wire grappling hook you can attach 
to walls or ledges. You'll have to cross beaches, 
search a desert fortress, and destroy an under¬ 
ground base before your mission is complete. 
Capcom 



BLACK TIGER 

It's you against a tremendous blue dragon in a 
fight to the death. A great wise man has been 
captured by the sinister serpent and taken to its lair. 
You can save him only if you collect important 
weapons and defeat the goblins and warriors that 
block your way. 

Capcom 



BLADES OF STEEL 

The puck flies across the ice. Block it, steal it, 
make a goal. Tempers get out of hand, and a fight 
breaks out. Oops! You'll be cooling off in the pen¬ 
alty box. Assist in shots or play goalie in bonus 
rounds. Blades of Steel feels just like the bashing, 
flashing, slashing world of ice hockey. 

Konami 
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CASTLEVANIA II: 

SIMON’S QUEST 

Count Dracula is back and refreshed from his 
rest since the original Castlevania. This time the only 
way Simon can stop him is to find and destroy the 
body parts the Count has hidden in his castle. 
Search through mazes, graveyards, and forests. 
Defeat ghouls and demons to turn the undead into 
dust once and for all. 

Konami 


CHESTER FIELD 

The king and queen of Guldred Guls I have both 
been killed by General Gemon and his pirates. 
Princess Karen has been captured, and Kane is on a 
quest to save her and the remnants of the kingdom. 
Chester Field is a role-playing game filled with knights, 
mazes, and battles on land, sea, and sky. 

Vic Tokai 


DEFENDER OF THE CROWN 

In the time of Robin Hood, England was involved 
in a fierce civil war. You are a Saxon knight who 
must protect England from the looting Normans. 
Brave and bold, you can win jousts, practice daring 
swordplay, and lay siege to enemy castles. And if 
you rescue the damsel in distress, you may win her 
heart. 

Ultra 


DR. CHAOS 

A scientific experiment goes wrong and Dr. 
Chaos becomes trapped in a haunted house. His 
brother Michael must search for him in dark pas¬ 
sageways and mysterious rooms. Evil forces lurk 
everywhere, but Michael has life-saving weapons 
on hand and can warp to any of three different 
stages to hunt down Dr. Chaos. 

FCI 










































DR. JEKYLL & MR. HYDE 

A dedicated scientist. Dr. Jekyll was interested 
in the darker side of the mind. But when he drank 
one of his own potions, he discovered just how dark 
the dark side could be. Now he exists partially in 
the Victorian world of 19th-century London, and 
partially in the world of demons he enters when he 
becomes Mr. Hyde. 

Bandai 



EMPIRE CITY 1931 

The mob has moved into Empire City and now 
no citizen is safe to roam the streets. You are the best 
G-man on the force and set out with your .38 caliber 
pistol to clean up the crime. Villains and mob bosses 
are everywhere, but you are really after El Nino, 
who put a price on your head. 

Acclaim 


GOLGO 13 

Golgo 13 is a secret agent for an international or¬ 
ganization known as FIXER. His success as a sniper 
is legendary, so he is blamed when a CIA helicopter 
carrying deadly bacteria is shot down. But Golgo 13 
has been framed. And he's working against the 
clock to find the guilty party before he is himself the 
victim of an assassin's bullet. 

Vic Tokai 


THE GUARDIAN LEGEND 

Naju is a planet set on a collision course with 
Earth. Its lifeforms are filled with evil. But deep 
within Naju are 10 self-destruct mechanisms. If you 
can find them in the Naju mazes, you can destroy 
the world before the wicked creatures are able to es¬ 
cape onto Earth. 

Broderbund 
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GYRUSS 

Hundreds of years ago, a race of aggressive 
warlords from the outer reaches of the Milky Way 
snatched Genghis Khan from Earth to lead their 
battles. These Gyrusians waited for the right time to 
begin their campaign of terror. Now, in A.D. 2500, 
peaceful colonies stretch throughout the galaxy. 
And the Gyrusians make their move. You are the 
sole member of the galactic fleet who can free the 
universe. 

Ultra 



NINJA GAIDEN 

Ninja Gaiden is a member of a highly trained 
secret police force. He can confront any evil with 
only his sword and Shuriken to protect him. During 
six rounds, he will meet numerous enemy attacks in 
20 areas of play. But even he will be challenged by 
the giant monster at the end of the game. 

Tecmo 


OPERATION WOLF 

Terrorists are holding a group of civilians hos¬ 
tage. You're a member of the elite Operation Wolf 
and have been sent into the South American jungle 
to rescue the prisoners. You'll have to complete six 
missions first, and defeat an enemy army with 
gunboats, helicopters, and guerrilla soldiers. This 
game can be played with a hand controller or a light 
gun. 

Taito 


PAC-MAN 

The popular arcade game is now available for 
Nintendo. Guide Pac-Man through the maze as he 
eats pellets and pieces of fruit to gain points. Stay 
away from the ghosts Blinky, Pinky, Inky, and 
Clyde. If you are trapped, eat a power pellet so you 
can chase the ghosts. 

Tengen 







































PREDATOR 

An alien manhunter is loose in the jungles of 
South America. You are the leader of an elite mili¬ 
tary command sent on a mission to rescue U.S. dip¬ 
lomats held captive. Your troops are gradually 
killed off by the monster, and your machine guns 
and flame throwers must defeat awful weaponry in 
deep space. 

Activision 


Q*BERT 

Q*bert has stuck his large nose into trouble 
again. The Kings of Chaos have caught him in a 
time warp. He can only escape by matching code 
colors in 40 different pyramids. But it's not that 
easy. Q*bert also has to play keep-away with 
Whammy Balls and battle his worst enemies—Ugg, 
Wrong-Way, Slick, Sam, and Coily. 

Ultra 


RACKET ATTACK 

Play against the computer or against a friend in 
this action tennis simulation. Choose hard, clay, or 
grass courts. Play as a man or a woman. Hear the 
referee's calls throughout play. Serve the ball, and 
race to the net. Hit backhands and forehands. You'll 
even get profiles of the computer opponents you 
will play. 

Jaleco 


ROLLERBALL 

Pinball wizards will enjoy the challenge of four 
vertical scrolling screens in Rollerball. The game has 
a standard pinball machine with independent flip¬ 
pers and lots of bumpers and lights. There's also a 
pinball hockey game for two players in which the 
"puck" gets shot into the net with flippers. 

Hal America 
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George the Ape and Lizzy the Lizard are on the 
attack. Their mission is to destroy as many cities as 
possible. They smash buildings, eat people, and 
wreck anything that stands in their way. Make sure 
they eat and receive regular electrical charges, or 
they will shrink and have to run from each other. 
Data East 


ROBOCOP 

After a serious accident, a Detroit cop becomes 
the toughest policeman anywhere: Robocop — part 
man, part machine. Robocop uses gunfire and 
physical force to save hostages and destroy the 
villains. There are nine levels of play. It is also 
possible to control multiple objects on screen at the 
same time. 

Data East 


SKATE OR DIE 

An average day on your skateboard doesn't 
usually involve a death challenge. But after shoot¬ 
ing ramps, racing downhill, and performing aerials 
and rail slides, you have to face Bionic Lester in a 
jam and joust. Plus, you must make your way home 
through a side street filled with hazards, from trash 
cans to hoodlums. 

Ultra 


SKY SHARK 

The ocean waters are filled with dangerous 
aircraft carriers and destroyers during World War 
II, but you're going to make sure that the skies pose 
their own threat. Commanding a P-40 fighter, you're 
on a top secret mission that could mean the end of 
the war — but only if you succeed. But win or lose, 
you're determined to make sure the enemy is blasted 
out of the water. 

Taito 































TERRA CRESTA 

You are the commander of a squadron of five 
super fighter jets. In an emergency, you have to 
decide what formation is best. An important site is 
attacked. Do you use a two-fighter or four-fighter 
formation? Break into the enemy's hanger to steal 
back your captured plane and you'll return a hero. 
Vic Tokai 


TRACK AND FIELD II 

Following last fall's Olympic fever comes Track 
and Field II. Play 15 games of skill, stamina, and 
savvy. Challenge an opponent or the computer in 
pole vaulting, archery, gymnastics, fencing, swim¬ 
ming, or any of the other exciting contests. Choose 
any sport you want, do well, and the crowds will 
cheer you. 

Konami 


VEGAS DREAM 

It's all or nothing during a wild week in a Las 
Vegas casino. Start with $700 and risk your money 
on blackjack, roulette, slot machines, or keno. A 
high-roller might challenge a winner, but pick¬ 
pockets lurk in the crowd of gamblers, too. For up 
to four players. 

Hal America 


WWF WRESTLEMANIA 

All the stars of the World Wrestling Federation 
are here in Wrestlemania. Put headlocks on Andre 
the Giant, Hulk Hogan, Randy "Macho Man" Sav¬ 
age, or "The Million Dollar Man" Ted DiBiase to 
win championship fights. Re-live old contests or 
invent new battles. 

Acclaim 















GUIDEIines... _ 

The latest Nintendo news and products. 

NEW GAME COUNSELORS! 

The makers of two popular lines of Nintendo games recently opened new 
game counseling hot lines for you to call. FCI — makers of Zanac, Lunar Pool, 
MagMax, Seicross, and others — has a game hotline at 312-968-0425. Game 
experts will be available Monday through Friday from 9 a.m. to 8 p.m. Eastern 
Standard Time (8-7, Central; 7-6, Mountain; and 6-5, Pacific). 

Tengen, which sells such Nintendo games as R.B.I. Baseball and Gauntlet, 
has also opened a new counseling line to help game players. The Tengen line 
will offer hints and game-playing suggestions. Hours are 9 a.m. to 5 p.m. 
Pacific Standard Time (10-6, Mountain; 11-7, Central; and Noon-8, Eastern), 
Monday through Friday. The phone number is 408-433-3999. 


NINTENDO POWER PADS 



Nintendo's Power Pad, a floor mat that lets your body movements control 
the action of game characters, is available now with Nintendo's Power Set 

system, or can be purchased separately. 
The Power Pad works with games such as 
World Class Track Meet that have been 
created to react to signals from the pad. 
Nintendo has also announced two new 
Power Pad-compatible titles. Super Team 
Games and Dance Aerobics. Other Power 
Pad games are expected to be available 
this year. 


JOHN ELWAY’S 
QUARTERBACK KICKS 
OFF AFTER SUPER BOWL 


Nintendo's new Power Pad. 


John Elway's Quarterback is a new Nin¬ 
tendo cartridge from Trade west that 
should give armchair quarterbacks an 
extended football season this year. Planned 
for distribution in stores nationally around 
the time of the Super Bowl, John Elway's 
Quarterback is based on the very popular 
arcade game, Quarterback. 

Pro quarterback John Elway endorsed 
the game because of its realism and ease 


(Continued on the next page.) 
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of play. Simple to learn, John Elway's Quarterback gets more strategic as your 
skills increase. A professional football manager took part in the development 
of the game to make it as true-to-life as possible. 



The Remote Controller from Acclaim. 


NINTENDO-APPROVED 
WIRELESS CONTROLLER 
FROM ACCLAIM 

Acclaim Entertainment is selling the 
first wireless remote controller to win the 
Quality Assurance seal from Nintendo of 
America. The controller uses beams of 
infrared light instead of wires, and gives you greater freedom of movement. 

The wireless controller's rapid-fire action is designed to let you shoot with 
greater accuracy without forcing you to stay glued to one spot. 


MAGMAX POSTER AVAILABLE 

FCI is offering a poster based on the new Magmax Nintendo videogame. 
Magmax is the name of a robot fighter who battles to defeat the three-headed 
mechanical creature, Babylon, and its army of allies. 

The poster can be ordered directly from FCI by sending a check or money 
order for $2 to FCI Poster Offer, 150 East 52nd Street, New York, NY 10022. 



Lebo's Voyager carrying case. 


LEBO OFFERS 
CARRYING CASE 

Who said you can't take it with you? 
With Lebo's new Voyager videogame 
system carrying case, you can take your 
Nintendo, Sega, or Atari system and car¬ 
tridges wherever you want. The light¬ 
weight unit holds a control deck, accesso¬ 
ries, and up to 24 Nintendo-size cartridges. 
An adjustable divider lets you arrange 
your equipment in different ways. And a 
zippered outer pocket provides extra space 
for game books, instruction manuals, and 
magazines. 

The Voyager carrying case has a sug¬ 
gested retail price of $19.99. h 
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If you’re not buying your 

Nintendo at Toys “R” Us, 
you’re simply paying too much. 



With nearly 400 stores coast to coast, the world’s 
biggest toy store can offer you more of the hot¬ 
test games for less; since we sell more Nintendo 
systems than anyone else, we can feature a low 
price every day. Plus, we’re first with new 
systems like Nintendo’s Action and Power Sets. 
Come see for yourself why we’re number one! 



Over 350 Toys "R" Us stores coast to coast, check your local directory for the store nearest you! 

We accept VISA, MASTERCARD, AMERICAN EXPRESS and DISCOVER cards. Prices effective U.S.A. only. 









DIRECTORY 


ACCLAIM ENTERTAINMENT 
189 South Street 
Oyster Bay, NY 11771 

ACTIVISION 

(a division of Mediagenic) 

3885 Bohannon Drive 
Menlo Park, CA 94025 

AMERICAN SAMMY 
20,000 Marina Avenue 
Suite 350 

Torrance, CA 90503 

BAN DAI AMERICA, INC. 

12951 East 166th Street 
Cerritos, CA 90701 

BRODERBUND SOFTWARE 
17 Paul Drive 

San Rafael, CA 94903-2101 

CAPCOM U.S.A., INC. 

1283-C Mountain View/Alviso Rd. 
Sunnyvale, CA 94089 

CULTURE BRAIN USA, INC. 

9593-153rd Avenue, NE 
Redmond, WA 98052 

DATA EAST USA, INC. 

470 Needles Drive 
San Jose, CA 95112 

FCI 

150 East 52nd Street 
34th Floor 

New York, NY 10022 

HAL AMERICA, INC. 

7873 SW Cirrus Drive 
25-F 

Beaverton, OR 97005 


JALECO USA 

5617 West Howard Street 

Niles, IL 60648 

KONAMI, INC. 

815 Mittel Drive 
Wood Dale, IL 60191 

LEBO 

60 West Street 
Bloomfield, NJ 07003-4998 

LJN TOYS, LTD. 

1107 Broadway 
New York, NY 10010 

NINTENDO OF AMERICA, INC. 
4820-150th Avenue, NE 
P.O. Box 957 
Redmond, WA 98052 

SNK CORPORATION 
OF AMERICA 
246 Sobrante Way 
Sunnyvale, CA 94086 

SUN CORPORATION 
OF AMERICA 
925 A.E.C. Drive 
Wood Dale, IL 60191 

TAITO SOFTWARE, INC. 

267 West Esplande 
#206 

North Vancouver, BC 
Canada V7M 1A5 

TECMO, INC. 

Victoria Business Park 
18005 South Adna Maru Lane 
Carson, CA 90746 


TENGEN, INC. 

1901 McCarthy 
Second Floor 
Milpitas, CA 95035 

TRADEWEST, INC. 

P.O. Box 1796 

2400 South Highway 75 

Corsicana, TX 75110 

ULTRA SOFTWARE CORPORATION 
240 Gerry Street 
Wood Dale, IL 60191 

VIC TOKAI INC. 

Torrance Tech Park 
370 Amapola Avenue 
Suite 104 

Torrance, CA 90501 


The products named in these 
pages are the tradenames, or 
trademarks, of their respective 
companies. Nintendo is a regis¬ 
tered trademark of Nintendo of 
America, Inc. Signal Research, Inc., 
an independent publishing com¬ 
pany, is not affiliated with any of 
the companies or products cov¬ 
ered in The Game Player's Buyer's 
Guide to Nintendo Games. 
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Camerica offers 



Wireless joysticks from Camerica. 



Freedom Stick™ 

The original wireless 
joystick. 

Compatible with 
Nintendo* Sega* 
Atari* and 
Commodore! 





Supersonic 
the Joystick™ 

Wireless left and 
^ right-hand play. 


Compatible with 
Nintendo.* 


THE JOYSTICK ' 





FREEDOM STICK {I 


Gift Pak Two Freedom Sticks™ for 
2 player simultaneous games. 


Freedom Stick II™ 

Has the features of the 
original Freedom Stick!" 
Nintendo* compatible. 


Videoblaster™ Controls 
on-screen action 
with invisible 
beams. Extra- 
long cord. 


Freedom Pad" 

Wireless with the feel 
and action of a pad. 
Nintendo* compatible. 


(camericA 


B B 

W 


(CAMERICA\ 


230-5th Ave. f Suite 1100, New York, NY 10001 (212) 689-6320 • 3415-14th Avenue, Unionville, Ontario L3R 2L6 (416) 470-2515 

‘Nintendo is a registered trademark of Nintendo of America Inc. ‘Sega is a registered trademark of Sega of America, Inc. 

‘Atari is a registered trademark of Atari Corporation. ‘Commodore is a registered trademark of Commodore Business Machines Ltd. 




















































PAGE 


on a monster tour of America with 
page. And don’t watch your step. 


FROM DMA EAST 
NOW FOR NINTENDO. 


VISIT SOME OF THE MOST 
BEAUTIFUL CITIES IN AMERICA. 

HEM ALL. 


Now is your chance to become the 
monster you’ve always yearned to be 
and lay waste to America from coast 
to coast. 

It’s Rampage? the #1 arcade hit, now 
for Nintendo. The graphics are great. 
The play is great. And for pure dining 
pleasure, be it main courses of sky¬ 
scrapers or appetizers like helicopters, 
tanks and innocent bystanders, this 
game is a heart- and city-pounding 
knockout. 


DATA EAST USA, INC. 
470 Needles Drive 
San Jose, CA 95112 
(408)286-7074 



Rampage is a trademark of Bally Midway Manufacturing Co. Program; ©1988 Data East USA, Inc. 













